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START A NlNTENDU POWER SuUSCRIPTIDN FOR MY FRIEND.* 

D 12 ISSUES FOR $19.95 U.S. ($27-95 CON)* 

$ 59.4D NEWSSTAND PRICE —* SAVE $39.-45! 

□ 24 ISSUES FOR $36.95 U.S. ($51.95 CDN)* 
$110.00 NEWSSTAND PRICE - SAVE $Q1.S5! 
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Order today to relieve that queasy feeling 


© Your friend gets 
to choose one of 
three Player’s 
Guides for the 
coolest N64 games! 


O Get a friend 
to subscribe to 
Nintendo Power 
and you’ll get this 
FREE Limited Editioi 


Star Fox 64 T-shirt- 


Use the mail-in foTm on the other side of 
this card or call 1-800-255-3700 for fast relief! 




Read Nintendo Power Magazine. 


Went mm you hot to tOSS*0UR tOOKiBs wnen you're performing 

fh«* ggt-w^eV»cnSV»g # stomach-churning combat maneuvers in the 
exciting new game, Stai Fox 64. You’ll get 12 issues packed with all 

o. * ^ ^ c* . 

the tips and tricks you need for all of your Nintendo games. 






Plus, your subscription includes our special Bonus Issue, Ninte^n* 
Character Collectors Cards, and Super Power Stamps which you can 
use to buy cool Nintendo STUFF in out subscriber-exclusive Super 
Power Supplies Catalog!! 

Better order today ^fhen you*11 be able to handle anything the 
Emperor Andros THROWS UP AT YOU! Call 1-6(10-155-3700 to subscribe 
for just 11935 a year.* 




'Canadian rssid»n*$ pay 
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Do you hove what it takes to defeat the 
. best warriors in the universe and 
1 • win the Master Key? You will 

. JrV/ after you check out the 
cool combos, Ifps and \ 
strategies in oar eight- 
page review of Vic Tokei's 
#Dark Rift far the N64 


. Star Fox 6.4 
• • . - ' Dark Rift 

International Superstar Soccer 64 

Hexen Part Two 
* • Blast Corps: Expert Levels 

Disney’s Hercules 


n-line Update with Amy & Travis 
. E3.Preview 

Pocket Monsters 
* Blast Corps Comic: 
Ul ‘Episode Two* 


The final whistles 
going to hlow in thirty 0P 
seconds. The scure’s 
tied up. end your exheested 
tenm sweets it out with e 
comer luck. Dig your heele 
into oarsixpegesof 
coaching, end yoa'll 
trample your way to 
soccer sterdom end 
beet ISS 54 s mid- 
game Scenarios. 


Twmc 


Player’s Pulse II 
Power Charts II 
. • Arena 91 
Player’s Poll Contest 9z 
'. *• Counselors’-Corner p 4 
Classified Information 9 a 
. Now Playing |9 
Pak Watch fci 
* Next Issue ill 
. Game'List III 


^ f endo^HPr takes tin insider look at the 
upcoming electronic Entertainment Expo {E3), 
in Attante aiu! tftf^upcoimng crop of N64 
ernes You wont want to miss tho exclusive 
screen shots of two top-secret .games from 
Rare that will redefine the standard for video 

E rne graphics Before the rest of the world 
reten heard the aews r yoaTI heve 17 pages 
of in-depth information, courtesy of Power. 


E3 PREVIEW 
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Our 100th issue is peeking around the comer, so dig up your b»r* 
issues and tell us about your fondest Nintendo Power menffcries. 
Drop us a line and get nostalgic, or just send us your greetings •— 
artwork wishing us the best for our 100th anniversary! 1 ' 








Doom Redux 

Whoa, wait just one second* 
Doom 64 running circles 
around the PC? Is this correct? 
Even though Doom and 
Doom 2 were released a long 
time ago, they are still better 
than the N64 vereion Why, 
you ask? Two words’ multi¬ 
player support. Sure, it's fun to 
hack up baddies with a chain 
saw, but it's more fun to hack 
up your friends Also there are 
millions of patches for the PC, 
and you can make your OWN 
levels How cool is that? The 
only thing Doom 64 has over 
the PC is load time 

Dan Payne 
Via the Internet 


NP Awards 

I would like to share my feel 
mgs about Best Sports Game 
for the Nintendo Power 
Awards 1 think that NBA 
Hang Time should have taken 
first Wave Race 64 might 
have better graphics, but NBA 
Hang Time is much more of 
an exciting game- The whole 
picture shakes when you're 
on fire, and the monster 
dunks improved since NBA 
Jam You can create your own 
player Using faces from 
human, clown, or fly heads 
The codes for NBA .ire way 
better—you can play on a 
city roof, use a multi-colored 
ball, or have a Mortal Kombat 
fighter on your team* You can 
change Dennis Rodman's hair 
color No offense to Wave 
Race 64, btrt I think NBA 
Hang lime should have 
brought home the trophy! 

lohn Bonini 
Wallingford, CT 

The N64 isn't even a year 
old, yet you guys give it all 
the Nintendo Power Awards 
(except for the Best Super 
NES and Best Game Boy 
Game awards) Okay, Super 
Mario RPG walked away 
with Funniest Game, but 
really You guys are adver¬ 
tising a bit too much aren't 
you? However many awards 
Super Mario 64 got are 
unbelievable Especially 



ftondy VamferUlag * BeilevMe, Ontario 



Best Ending—everyone 
around my house hates the 
ending* It seems to me 
you're tolling your readers, 
"Go get an N64 really 
quick, so you can get the 
games that won these 
awards'" 

Thomas A. James 
Yorktown, VA 
We' re not telling anyone 
that—our readers arc! Our 
readers were the ones who got 
to vote for the winners of the 
NP Awards, not us However, 
it's not bad advice to tell read¬ 
ers to, "Go get an N64 really 
quick, so you can get the 
games that won these awards 1 " 

Pro-polygon 

In response to Roy Davis's 
letter in Volume 94’ If peo¬ 
ple start to think the graph¬ 
ics of the N64 are polygo¬ 
nal, they haven't seen the 
PlayStation in a while. In 
my opinion, Mario is 
extremely well-rendered 
(although his fingers could 
use some work) Then 
there's the Star Fox 64 


team Sure, they look 
polygonal, but they look 
good polygonal! I don't 
think that the way a char¬ 
acter looks should rum the 
plot or fun of a game 

Brendan Hopper 
Via the Internet 



Who’s that Monkey? 

I was playing The Legend of 
Zelda A Link to the Past a 
few days ago and noticed 
that in order to get to the 
Dark Palace, one needs the 
help of a monkey named 
Kiki In Super Mario 64, the 
monkey who steals your 
cap and gives you a star is 
also named Kiki Is this the 
same monkey? 

Eduardo Castellanos 
Via the Internet 
While Kiki also shows up in 
The Legend of Zelda• Link's 
Awakening, the helpful 
simian didn't manage to 
swing into Super Mario 64 
Ukktki, an altogether differ- 
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Background Art Stephen Miranda • Santa Ana, California 














Cnt monkey, is the one who 
has a penchant for stealing 
Mam’s cap Apparently, in 
the ape world , similar- 
sounding names art popu¬ 
lar , like say ; Dixie, Diddy 
and Kiddy 

Stop Your Fussin’ 

I'm tired of hearing people 
whine to you guys saying, 
"Put this >n your magazine" 
or "Take that out!" This is 
Nintendo's magazine, so let 
them do what they want 
It's not their fault that most 
third-party developers are 
now sticking to the N64 If 
they ignore that fact, they 
will fail the race to be the 
best game system 

Nick Saucedo 
Yuma, AZ 

Dandier than Candy 

lo all those who did not 
change the system, there is 
something wrong with you 
The N64 is faster than a 
speeding PC, stronger 
than that other com pa ny 
able to hook any gamer in a 
single try Become one with 
the next generation of power 
players Cone See Purchase 
Play I personally guarantee 
you satisfaction that no candy 
bar can give you 

Twiggy Richardson 
Sacramento, CA 
Better yet, unlike candy 
bars, the N64 satisfies you 


& Stupeck • Auburn, Indiana 




100 Suggestions 

Here are my top ten ideas 
for your 100th issue 
10. Show covers of issues 1 
through 100 

9 A Nintendo Power timeline 
8 A comic book with Mario, 
Zelda or Donkey Kong 
7 The return of R O 8 11 1 
6 NW Controller stickers 
5 One mo re N ester cartoon 
4 An article on landmark 


For the 100th .ssue, you 
should review the history of 
Nintendo Have a timeline 
showing when Nintendo was 
first created all the way up to 
this date Have some screen 
shots of the old Mano on the 
NES, then the Super NES, then 
the N64 You could throw in 
some Zelda screen shots, too 
Tommy Hrabusicky 
Via the Internet 

l think Luigi should be on the 
cover of the 100th issue, since 
he has been ignored ever 
since his greedy brother (not 
Wano) took over 
lohn Scott 
Via the Internet 

I think for your 100th issue 
you should bring back the 
mam la envelope backgrounds 
for Classified Information one 
<ast lime, so we can say good¬ 
bye to them in a decent fash¬ 
ion What's the big deal about 
them, anyway? 

Shaun Austin 
Via the Internet 



without the threat of the 
ever-mysterious "nougat * 


Jam! Bogdan ♦ Baltimore, Maryland 


Nintendo games 
3 The cover??? PENGUINS 1 
2. Nintendo character "hall of 
fame" trading cards 
1 More top ten lists 

TJ. Sanborn 
West Buxton, ME 
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Did Mario Kart 64 run out of gas' Hie speed demon led the pack for 
until finally having a blow-out this month and stalling at number five, 
week on the charts, Fox McCloud and the Star Fox team race *n’ ru~ 
spots to number six. Meanwhile, Super Mario 64 quietly regains the.« 
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After three months of playing second 
banana to Mario Kart 64, Super Mario 
64 pt els ou t to reclaim the number 
one throne lirok also climbs up a 
notch, clawing one spot away from 
tho top 
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DONKEY KONG COUNTRY 3 

mil KONG'S fOUiLE TXOUttE 


Do you smell burning rubber’Mario 
Kart 64 may have skidded out of the 
top four N64 games, but its Super NES 
racing partner zooms up three places 
to crash back into the top four 
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TNE LEGENO OF ZELOA: 

A UNK ro m PAST 

NINTENOO 
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OONKEY KONG COUNTRY 3: 

DIXH KONG'S £>Outfit TROUBLl 
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SUPER MARIO RPG 

NINTENDO i 
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SUPER MARIO KART 
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FINAL FANTAS Y III 

t SQUARE 
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OONKEY KONG COUNTRY 
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CNRONO TRIGGER 

SQUARE 
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24 

OONKEY KONG COUNTRY 2: 

BIDDY'S KONG OUCS1 

NINTENOO 
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THE LEGEND OF ZELDA: 

UHK‘5 AWAHtnm 


DONKEY KONG LAND 2 




1 TNE LEGEND OF ZELDA: 

UNITS AWAKINING 

2 OONKEY KONGLANO2 

3 MET HOI Oil: 

SCTURN Of SAMOS 

4 TETRIS 

5 TETRIS ATTACK 
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METROIDII: 
HTUMOfSAMUS 


The top three is a pretty solid trio of 
favorites, so most gnmes can only 
break into fourth or fifth place Th'S 
months invaders are a pair of Tetris 
games replacing Super Marie Land 2 
and Donkey Kong Land 
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NINTENOO POWER 



l LEGENO OF ZELOA 64 (N64) 

2. 64 00 (N64) 

3. STAR FOX 64 (N64) 

4. EARTNROUND 64 (MOTNER 3) 

5. YOSNI'S ISLAND 64 (N64) 

6. NINTENOO 64 

7. MARIO KART 64 (N64) 
t _ 8. TUROK: DINOSAUR 
I ■ HUNTER (N64) 

9. SUPER MARIO 64 (N64) 

10. CLAY FIGNTER 63 Vj (N64) 






































LETTERS, continued... 


I have some ideas for your 
100th issue You should chart 
the best video games of all 
time for all your systems 
Have subscribers send in pic¬ 
tures of their favorite video 
games, and you can print 
them Show no computer 
animation, everything should 
be hand-drawn Show hints 
and tips from the first video 
games ever Tell us why Luigi 
is not in Super Mario 64 Tell 
us what the pros' favorite 
games are Make Player's 
Pulse extra long 

Seth Meyer 

Mankato, MN 

Here's how your magazine 
can be better with issue 100 
feature the top 100 games of 
all time 1 Rate and review 
every game 1 Give us a 
behind-the-scenes look at 
your offices 1 Show us how an 
issue of NP is made’ Review 
every Nintendo system ever 
made 1 Of course, you could 
add the usual humor and 
goofiness, too 1 

Ada m Cooley 
Via the Internet 

Keep those ideas for our 100th 
issue coming in! We'll consid 
er all your suggestions. (except 
the one about giving you a 
behmd-thc-sccnes look at our 
otfices-itil take another 100 
issues just to clean the 100 
issues worth of mess off 
our desksf) 

Bad Vibrations 

You know, the N64 has quite 
an array of accessories so 
far First, the Controllers, 
then the Controller Pak, and 
now the Rumble Pak What's 
next, a Smelling Pak? 
Realistically speaking, I do 
not think the Rumble Pak 
actually lets you "feel the 


action " All it does is shake 
I do admit it's creative, but 
come on I 


that the game's just not as 
exciting or exhilarating with¬ 
out the rumbles With the 


Timothy Gee 
Via the Internet 
We had some doubts about 
the Rumble Pak , too, but it 
actually does enhance your 
gaming experience Try play¬ 
ing Star Fox 64 with the 
Rumble Pak; and then without 
it, and you'll probably find 


Rumble Pak, you'll actually 
feel like you're in an Arwing 
cockpit that's being bombard¬ 
ed by lasers and asteroids As 
far as the Smelling Pak, wv 
think we'll pass on the idea so 
we can spare you from the 
odorous assault of 
ClayfightePs Boogerman! 



Game Boy Pocket, where are you? In Volume 95, wc chal¬ 
lenged you to answer that question and find all the Game 
Boy Pockets that we hid throughout the magazine 
Apparently, we hid them too well I Todd Dyment, one of our 
editorial assistants, sorted through over 800 incorrect entries 
before finding the 25 eagle-eyed winners who spotted all 31 
Game Boy Pockets If the pint-sized portables still dude 
you, check out last month's Player's Pulse to find their 
whereabouts In the meantime, here are the 25 winners 
who already know where to find them- 
Kevin Cabral of New Bedford, MA, Kevin & Lauren 
Charlton of High Ridge, MO, Dennis Draper of Peoria, IL, 
Dan Duggan of Campbell River, BC, Penny Gobel of San 
Diego, CA, Kristi Groff of Cochran vj lie, PA, Fred Hannah of 
Nova Scotia, Christopher Hoff of Camp Verde, AZ, Eric 
Holzman of Northport, NY, Nick Lamb of Huntington, WV, 
Sonya Lethcoe of Springfield, OH, Herman Mallory of 
Baltimore, MD, Omar Males of Killeen, TX, Spiros Niforos 
of Olncy, MD, Anthony Palmieri of Lake Forest, CA, Jose 
Perez of Arlington, VA, Joshua Pruitt of Hester, LA, Gil 
Rogoff of Valcnica, CA, Gerardo Romo of South Gate, CA, 
Oliver Sanford, Jr. of Springfield Gardens, NY, Kit Stover of 
Portland, OR, Bob Suminski of Madison, Wl, Joshua Sutton 
of Clayton, GA, Hong Truong of Wheeling, IL, Kevin Yates 
of Grapevine, TX 

We revealed the hiding places in last month's Player's Pulse 


WRITE AWAY RIGHT AWAY! 

Whew! Nintendo Power has covered almost 100 volumes worth of 
gaming What would you Tike to see in our next 100 volumes? Let 
us know and help us power your mag to volume 2001 Send your 
suggestions to: 

NINTENDO POWER PLAYER’S PULSE 
P.0. BOX 97033 
RE0M0N0, WA 98073-9733 
E-mail: noapulse@nintendo.com 
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MD REPAIR 

1-800-255-3700 

(1-800-422-4281 TDD) 

T «jn-3 p.m P cific tim* 
Manday-S«tu lay 
fi pm Sur iay 

Frartn- jnd Spanish-speaJtin^ 
rayratantativas ara avails tie 


TALK TO 
A tali 1 ! 
COUNSELOR 

1-900-288-0707 


U S. $150 per minute 

1-900-451-4400 

Co# ade 52 00 por minate 

(1-425-883-9714 TDD) 

6&m.-9pm Pacific tunt, 
Mondny-Saturday 
6 o rtt'7 p m Sunday 
Callers underage 16no«d to obtain 
parental permission to call 


POWgR LINE 

1-425-885-7529 

Prerecorded Game Tips 
and Future Product 
Information 

News about recent releoses nadupoaining 
games for ell Nintendo systems 
Coll for help oa Saper Meuo 64, Blui > 

Coips, Turok Qmosaar Ranter, 0oon» 64 
Wur Gods, Killer lastmct Gold, St** Mtar 
Shadows of the Empire, PilatWinq* #4 wd 
Mortal Kombot Trilogy for the NinteultM. 
There’s also help for any Super Mntawrt 
for the Sopur NES and NES, Donkaf 
Land for the Gome Buy, eny Zeftta ». 

Qonkey Kong Coantry 1,2, oral 1, i*r< 
Vikings 2, Eorthaeand, Hasin^afOiB* 

Lofio II, SupwrMetroid, Sacral of L«mare 
Chronc Trigger, final Fantasy lll t lip 
Mario BPG, Breath of Fire I eitdl), Kflfc 
Instinct, Stroot Fighter Alpha 2, Mortal 
Komltat II, Mortal Komhat 3 eorf Ultimata 
Kombet 3, This coll may b© loag distttaue, 
so he sure to get permission from wfaewr 
pays the phooo lull before you call 
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It's a distress call Tram 
General Pepperl 
Andross Is back and 
he's bent an crushingv 
Carneria and creat- 1 
ing a galaxy of 
mutated bio- • ^ 

weapons. It's up ^ 

to Fox McCloud jflfl 

and his daring' 
team of pilots to . 
rescue the Lylat 


to your Arwing and j 

charge your E dif- 1 

fuser—you’re on -a 
translight ride to t 
high adventure in 
Nintendo’s Star Fox 641 


<5> 1997 Nfntendo 


Star FOjl. 64 is packed with breathtaking, cinematic action game, all with unique camera angles, character voices 
scenes, tvetvjiyou rarely wait around to watch a game's* and stdnnirig visual effects. These scenes will pump you 
demo sequence^ ^itfcack and preview die opening scene up before and after eadi mission as you battle your way 
of Star Fox 64. The intro resembles the beginning of a across the Lylat System. And don't worry about re-nins— 
major motion picture more than a-video game. You'll dis- if you've seen the scene before, the game lets you skip 
cover other cinematic sequences throughout the main over it by pressing the Start Button. 
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Fox included text mes- 
akFox £4 features audio 
characters fn the 
i^^Ntndude^ a flight 
W hile the 
fctffau can 


Dramatic aad detailed^ 
cinematic sequence/ 
play cut before end / 
alter every mission, 
complete with eutfio 
dialogue from both 
frieade and toes / 


new course i 


Ih^ttumble\K 
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l Mil nr . Thye is a spe cial tank a nd a sub marine 
waiting for Fox in the hangartuty. The controller configurations of all 
three-vehicles are simitar, 50 yo(P\\ spuxl less time learning and 
more time blasting 1 away «it Andross's legions. 


• nn The Arwing is the 
$tar Fox team's utUity crati Ydiill fly it in 13 of the 1G pos- 
sibre mission* in the game Beeaise/the fete of the Lylat , 

O.. .d. ... .i ... J. .. _ . I I n VI J I 11/ «%, mr AI 4 b ■ I 


LflNDiyiRSTER 


System depends on solid flying skills. Star Fox 64's Irainiag 
Mode focuses on Arwmg tliyhf piuneuversead combat 


ece Dynamics} Co., Ltd., designed the Lapdmester 
specifically for Fox McCloud's ground assault mis¬ 
sions You'jl deploy the Lantimoster when you reach 
Titdiudand Macbeth.Thia tank is equipped with 
two Vert tea I rats, so it con hover tor short 

1 -« 1 4 ■ 


BUUE-MHRINE 


The Blue-Marm 


™ jm ** submarine is 

a prototype 
vessel engineered 
hy Space Dynamics 
Co, Ltd., Slippy 
Toad is the submarine's 
chiet architect, and he 
personally maintains the^ubmorine inside 
the Greet Fox's hanger. Yottfl deploy the 
Blue-Marine when you explore the murky 
deptheotAquea. 


distances over obstacles 









The 16 levels in Star Fox 64 feature combinations of two 3-D game enviror*wents.,«These 
environments are called CorriSor and All- Range Modes. Even if you've mjver flown a flight 
iimtdMor style game, or iiijd it hard to figure out 3-D flying, the taer-friendly design and 
elegahf play control in Star Fox 64 make the game easy to .team and undt : rftand, Both 
inodes fe itore invisible boundaries, so if you stray too far off course,- 1 . • , *. 
yfcur Arwmg autopilot wJU steer ypu back to the correct hearing .gAj ^A 

conniDOR MdoE ' T 

If you played die original Star Fox game for the Super NES, ^B “ ■ 

. _ you're already fanjilfar with tht* scrolling I I 

action in Corridor Mode. At first glance, s fl 

Corridor Mode may look constraining, r ^A 

especially to players who prefer the & 

wide open spaces of flight ^B 6 J£- . 

simulators, bui this format is designed to ^ V x 

replicate the drama of ,ari y 

attack run. You have only* >- 

one opportunity—a single^ Xx 

pass—to complete ^ B^^^B dfe^X 

your objectives and pull I 

off a perfect score. If you miss BBbx I 

a target or a warp, you can't turn B 

around and go bat* for * 

second attempts pj |. * ^ y*^ 


HLL-flflNGE MODE 


Six of the stages in. the game feature flight simulator styfe 

play called All-Range Mode. As long as you don't have a 

time limit, you can fly anywhere for as long as you K1&; • 

This format is used exclusively ih multi-player VS-play, 

but *■ -ine levels in the main game switch from 

Corrido' to AH*Range Modefor hosier# *mj i 

ters. IH# on, the right charts the Bl ^ 

ft» *std* ’fen^res on Th*? surface of 

star;a-* at Bd*, an -All-Range^Motte- 

mission 9 •* tflyj* cn you finally reafcS GfFyF \ 

orbit aroun - i '' * 
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Point Match 


STAR FOX 64 


ed vehicles, and TJr^rjf ^ ^TtTigh styterace 
where gamfe^blBy^CT TOmptifa^ 

a r 

^xpeViaiM^^fciy^rS: are; ««itimwJ(y 

, v j u p* 

f& balan^^fe^d^ev^^lrA^tj 
game'sH3iroi(^^n@wM\ 

3«rC , po i Nt M« im 


Battje Royal,Made is an olhout fox 
fiyhl for one to four players. Each 
player has orte ArwirigarLand^ 
mastar, aid thetfiat&ferids When 
one survivor remain*; an the fiald. 


TlMPTR \ rl 


Players have uni* milled Arwings or* InTinia TriaJ, yoa have hatween oae 
Landmastars in Point Modi Yq^T g five minutes to tak® out as 
earn points by downing rival plfiy-. V many enemy aircraft as possibla 
era. The first player to earn thrcicj; ~ H«f score will reset to zaro If 
points wins the game. U[ i-iflj your© shot down by a rival playe^ 


EARN TD FLY: TRAINING MODE 


If you've riever flown an Arwlng before, Star Fox 64's Training Mode has the 
tip* you'll need to get the edge on Andross's legions. Your Flight Training 
Acadamy instructor Wj|l gradually introduce you to all tha flying maneuvers 
possibleIn the game, starting with basic moves and ending with a massive 
dftgfight itf&R-Kange Mrftfa. Of all of the maneuvers you'll learn in Training, 
the^fOughest tp master ara tha U-Turn and Loop. These moves will shak© 
enemies off your taiJ0o it's imadWflht to learn th^^^J^jpJt^Lggme. You 

Jean ' U-TURN T loop S 

<5hJ-Turns at )a —**— t gg p. ■ ff — -£ —!■■ 


QUICK TURN BHRREL ROLL 


BRRKE 











LXLAT SYSTEM 


13. ZONESS 


14. SECTOR Z 


Tiha&tean planet of Aquas tZZ 
is isudlly leemiDg with* ~\ >03- 
various forms 'of liter blit 
Andross has released a 
toxic oquatic bio weapon 
that is Systematically , fr 
mutating the planers 
ecosystem. Long range 
sensors cannot locete the. 

bio-weapoo. so you’ll have | _ 

to usa the Blua-Marine 
to find it * 


Liha Aquas„Zoness4S completely covered by 
bceen. but Andross has indostnalizcd the plan 
at with refineries that pmdifca fyal for his 
f teats You can eraaie an energy crisis if you 
dadga the r * f ' Vl 

enemy's . 
search' 
lights and 

disable F x 

convoys. I V .. v 


Maoy years ago tha Comarian 
Colonial Forces engaged tha 
dreadad space pirates in.ae 
apic battle insidelha Sacf or Z 
Nebula. This area rs now 
strewn with ancient Wreckage 
and mllitery experts jpmrfud a 
that Andross is eithercalvaginc 
tha old ships here or trying to 
lure Star Fox into a trap. 


Cornerie'S battle flaet is 
limping hack home 
through f he Sector Y 
Nebula There are scat¬ 
tered reports that tha 
enemy fo deploying 
armored robots to ambesfi 


the fleet These robots \ 
carry special shialds that 
dellacf everything except 
direct hrts 


5 SOLRR 


Solar is a searing hot afar 
called e red dwarf. * J 
Andross s ships were spot¬ 
ted in Solerh orbit, so ha 
may have a bio-weep on 
hero. This matter must to 
investigated, but we don't 
have a ship fhaf can sar- 
vive the intense heat 


STRRT 


8. KHTINR 


Throughout the invasion, 
the FroniToie.ftase et 
Katina haabeaira thorn in 
Andress’s side.This'rSTfie 
last sarvhdiHj Cornarian 
eiripost io the system. 
Sensors indicate that k an 
enemy assault craft is\ 
approaching the planet^ 
tune is running out- 


2. 'METER 3..F0RTUNR 


The Meteo planetoid cluster was 
the Staging point ter Andress’s 
invasion of COTneria.Jishighly 
prob^lelfiatthf* enemy's supply 
'vessels are hiding here, waiting to 
amhushany Coroerian transports 
fleeing froftfthe planet 


Fortum* overrun byAndross$ J y 

ancugh time to recleim (he basfr 
before it’s demolished Sensors f 
indicete that thoStar Wolf teem is 
hnjkmg m tha attfa.so keep an eye 
op your six. ** & 


1. CORNERIR 











The weapons factories 
on Macbeth supply . 
Andross with the. 0 ] 
tnilitary might fc carry 
out his ettack on 
Corporis A surprise 
attack hare will cripple 
Venoms forces. | $• 


T Aside from VeiipmSr 
\\ defense network 


region ini theiyfai |J=3 
$y ste m frsxumawtj 
that the enepwhas 


Depend ingtii(liQwyoilr 
approach Vantmj, you'.If 
encounter either Sis' 
Andross or e robotic 
simian double. Exercise 
extreme caution—the 
robotic decoy is jusf^ 
as dangerous os the 
diabolical ganms 


This is the hardest 
mission fn the gaipe. 
you'll battle the Star 


lou ii in■ ine oiar 

Wolf Team on thajplan- J/ 
etsurface before tek- lg 
ingftft Andross. If 
yp^reSallygpa, you ]■ 
tmufit batch a glimpse I 
of Aorirosefe true formf ■ 


6. BOLSE 


Only Vsiiom and 
Area 6 rival Boise's 
defense network. 
Thu starbass gen- 
ere fesastaytet. 
tionafforce field 
that dongas ess 
shield You'll heve 
lo disable the field 
by eliminating six • 
power gene re tors. 


* CHART YOUR COARSE 

Depending <m Jiow typv fare in individual 
missions against And rose's forces, you'll find 
a varietyto Venom. With 
the excep^nj^jjhiddefi warps, all of the cri¬ 
teria for readtirig the different comers of 
the Lylafoy&e^i are outlined in the Star Fox 
64 Instructid^Man^al. Listed below are six 
potential path^ The top route is the easiest, 
I while the most difficult sequence rs shown 
at the bottom of this pace. 


4. SECTOR H 


There are conflicting reports on the 
existencc^fcan enemy Siamese in 
theSectokjCNebula Seversmdi- 
catjnhat megatons of debris ere 
floating erpund here Qp scientists. 


Long ego litame was the home world 
of e highly advanced civiiizetion Now 
huge sandstorms haunt The ptanstr 
Titamas ancient defense network is 
still active, so it's doubtful thet Venom 
forces are in this forgotten comer of 
the system. 
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CORNERIA 


You're inbound on the 
canyon roate to 
Comerie City Blast the 
enemy fighters es they 
ewoob ui frombehmd 
you, then fock*on the 
Tripods hovering ot the 
end of the canyon. If 
you execute your 
moves perfectly, you'll 
have 21 points when 
you enter the city., ^ 


Coriierio i> a combination of Corridor, artd All-Range Modes, so rookie 
pilots Will get a feel for ell of the Arwlog's flight characteristics in the first ~ 
mission.lfeppy is flying in formation off your left wing, and he'll give you 
importabfti|» as ypu brush by Cornerio's skyscrapers. After you become 
a seasoned ve^i^atk^; try^to earn e medal.by destroying 150 enemy units. 

If ypu earn medals^n all of the stages in the game, you'll be able tertest- 
your skillsFXpert Mode. • ^ 


Hf.'Vc eftte) iBe 
Corner^ City 


ii .Bashtheselookeddoors 
IJ •with your lesefc to collect a 


I .Shield Ring ejid o Smart < 
^feoriib. There creadd’ na 
■ itdns hidden behind tb 
■pother getes in Cornerio, 

I neutralise the enemy 
.. dfifense points lief or* 1 ’you 
■ stert grubbing the goods. 


The mission hea barely begun end Slippy load la' 
already in trouble Hold the A Button to lock oa s 
the enemy fighter end blest it with eae Shot 


, SHlIjEFflLCOI 11^ IT m 

It’s essentiai^okeep -It * ^ ™ li Jf 

Sc - ‘ *100 eloftifyou want TT 3 L 1 L '/m\ 

<0leach^SectorTThere . _ iSj A 
ere three possible ways 11M \ 

abcost andquieldy down the four I ■ Hold dawn the A** 1 »o *0 lack an a targe t 
enemyffgfrtersjrfatli yourlasat^r 1 *V Vha " V»u press the b "* n a second time, 
you can use a lockon and blast t vmrcfnser g.n wiirfire e, "^rad up, hpnui 

•he fighterstom e distance or, Urget The resultmg explosion 

ii find yourself low en Booster | 'will vapon/eenenues near the target^ 

f+fr *•»» * • Smart Bomb and ~|r-T_V v y - 7T—^ 

* • o- e -r m NT 



mm\ 

mm 
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TIZE VOUR TRRGETS 

^thne Peppy warns vou ehout an enemy on 
hftrobot will try to bounce a bullring off your 
i>3$niart Bomb 'if you smash the robot hafora 
mk^swid take out the pursuing fighters. 


you've collected ell 
three Shield Rings 
sn far. your Arwing 
$hiafd*Gauge will 
•early double hi 
length If you collect 
another trra af 
Shield Rings you'll 
earn a 1-up! k 


Rookie pilots always dive for- 
this Loser Upgrade, but jjl ft 
important to blast the Gartjrtp 
robot first* Use your 
mmi laser or a Smart Bomb 
£j|| neutralize the rohotA- 
■ H; before ha cm push the 


biptdmg on tnp of the 
Ldsaf Upgrade. 


| GtTR BOMB 

<4 A ’ mart Bomb Will eppaar 
If re aftar you fly through 1 

1 la atona arcti.;4f you exe- j 
cute a loop as s;oon as you ^ 
I see the bomb, you can 
swing back around, swoop 
f| through the arch again, 
and pich it up on the sec¬ 
ond pass 


Hydfrknack uttlf ^ ™ 

four Venom T'nhs ^ Jl 

haneath tha bridge, mm. 

S »uMI anm a * hield 
mg. You can astrby ■*** * ** 

three at once ith a 

lock on end t * sti oft the servivur with yoer losers or 
launch a Bomb end take out all four et mica. 


























GKAHGA 




I rescue Fafco 

j 3 °* miss f,yfng 

■ nfl| PJ r the lake, you'll £( ^ tSj 

1 f w | y?' 9 1 ^ • ** J 

J Granga at the end of Comeria City. Although Granga ' ***£ 

•j 4 '-*£ is armed whh Ar wmg-see ki ng ■- m issilel, he's a 

\ ' pushover if you knock out one of his legs af the b^gin- 
^ " ning of the battle. Shoot Granga. m the bade to 

f m finish him and £(jjnplefe your minion. 


Two Shiald Rings ere 
stacked hare- You can 
pick up both by flying 
through tha lower ring 
before axecutmg a / 
loop back through tha 
upper a«a | h j 


Its easy todof^f^fireoga ifyQjiinunobiffz 
by shooting avtWjnsJegs If you tiiiiso off t| 
robot fust enoUghVfmill tearn a ten point toiiu: 


Th^ Attack Carrier has four coniponents, Jnduding a fighter hanga^ tsrvo-mis¬ 
sile launchers and a main hull. You'll hayd 1° eliminate the fighter hangar and 
the missile fauncbeii before you can dairi^gefhe main hull, Each comporiuit 
has reinforced hrmtf, you'll have to shoot them vyheitffietjayiaoi^are 
open. Finish off the hull iiith a series of laser 


Target the carrier's If youshoatthe hsht- Blast the missila 

right hangar bay as the a^after thay tatWK ^jaShchws as thewja- 

fightars take off ta ^f^ theyHI-tiim into / sifesqiefpunched at 

attack you Supply Rings. \^br Arwing: yj\ Af 


Fire away at-thfr^ 
Attack Camar a bull 


are destroyed: 


























KW>tG£B^-*3 ® 


Your basic ifainmy IS over amt yuu'rc oei yarn way to it? coanniy 
an fica Chack out Volume 30’s advanced tips and techniques 
to earn medals and reach Expert Mode 


_ - STAR FOX 64 

MISSIONS^ FOKTUNA 

A time bomb has been planted at*Fortu«a's base, end it's up t<rttje 
Star Fox Team to diffuse the situation. Star Wolf and his, cronies* 
arc defending the airspace around the'base. The Star,Wolf tearh's 
best defense is its looping attack, but if you anticipate'the maneu¬ 
ver, you can keep your rivals in your laser sights no matter how 
much they attempt to worm their way away from you. 

-/ . 'ATT 


As yen engage the enemy over. For^unn, Roh £4 will wern 

C na of a bomb planted in th&base. Diffusing the bomb woald 
d a piece ol cake it you didn't have to deal with Star Wolf. 


A {hop attack 
istfiebest y 

move tor * 
turning the \ 

tables one 
pqrsuinq ftiey 
especially if you re 


beiyg tnjled by one of 
thapUpts from tha Star 
WolfV^mJnii can per¬ 
form loopswliile playing 
m any mode- 


BRTTLE 
THE — 
STAR HU0LF 
TERM 


jfcyou de/eel the Star, Wo If team 
hsfore the bomb inside Fortune's 
base explodes, you'll heed for Soler 
JLth* Renter of the Lylat System. 


If the base explodes before you elim¬ 
inate the Star Wolf team, you'll move 
an to Sactor X Expect a rematch 
with Star Wolf leter ift the game. 


Whenever you re being 
pursued by an enemy, try 
reversing your fortunes with e 
looping attack. To execute a 
loop, hit the Booster ond pull 
Dowe on thg^optrol Stick 


Tha next destination depends on 
how you fare egemst Ster Wolf. 
Either way is more difficult thee 
Fortune, but the game really 
heats up If you re victorious. 
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Slugfest fans, get ready for a new dimension 
in fun! Step through the rift and experience 
3-D tournament fighting a 
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Dark Rift's Practice Mode lets you leam each fighter's special 
moves before stepping into the ring for real. If you want to rule the 
tournament, start here and learn the basics. In this mode, the game 
shows you which buttons you're pushing as you practice special 
moves. And if you turn your opponents onto automatic you'll also 
see all of their special combinations displayed on the screen. But if 
you just want to use the other fighters for punching bags, turn off 
the automatic feature so your opponents won't fight back? 


The legend of Dark Rift centers on the powerful Master Key, an ancient artifact that was 
forged to lock away all the forces and secrets of the cosmos. The key was then divided 
into Prime Elements, which were sent to separate circles of reality for safekeeping. Two 
tyrants hold pieces of the key: Sonork Nezom, who controls the Core Prime Element, and 
the Lord Demon Demitron, who has the Dark Prime Element imbedded in his head. 
Offering his element as a prize, Sonork is holding a fighting tournament to lure the 
unknown holder of the Light Prime Element into his dimension. Sonork is so certain that 
he can defeat this mystery fighter that he's already plotting to use the two pieces of the 
key to destroy Demitron and take control of the cosmos. 


DARK RIFT 


Baste moves 

While the C Buttons can be: used in all sorts 01 
really cool combinations, individually they re 
for punching, slashing, kicking, and blocking 

close Move *' 

It you cun get right up close to your opponent, 
quickly press the B Button to pull off 3 partic¬ 
ularly cinematic (snd devastating) move 

Special Move 

If used in conjunction with the Control Pad, the 
A Button lets you execute some truly awe¬ 
some attacks 


I he Tournament is the main event in which you and the 
other fighters face off in a quest to capture the Master Key. 
Before you begin to battle, you can goto the options screen 
to choose the difficulty setting m d the number and dura-* 
tion of the rounds you want to fight with each challenger. 
During the Tournament, keep in mind that the ( game's A1 
will notice patterns io your fighting style and then adjust its 
moves accordingly. 


rtilibi ttontful 

This key wHI help you understand the moves 
on the following pages Note that Control Pad 
directions are shown with solid arrows, while 
the C Buttons are depicted with solid circles 


Direction | 

Besides allowing your fighter to move up anooown 
and back ^nd forth, the Control Pad is crucial for mak¬ 
ing spectacular combination attacks You can also use 
the Control Stick for directional control, but we think 
you II find tho Control Pad easiar to play with, espe¬ 
cially when pulling off those multi-button combos 
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Nukus one of the most difficult competitors to contend with Her 
amazing spted should be your chief cause for concern 
Whatever you do, never back down from a dose confrontation 
with Nuki If you simply try a smash-and dash technique to 
defeat her, she's likely to strike back even harder when you run 
away Instead, try to battle swiftly and simply, falling back on low 
blocks for defense You can use small combinations against 
Nuki, but forget about using ▼ 

your A Button The special 1 

attacks tha ! it offers are not 1 \J ‘J 1 yf r-yf llr'mKr-ff* 
going to be much help against 

. fighter this fast 


Because she loves to take your 
fuet out from under you, the 
best w*y to defend against 
Niiki's swift attacks is to use 
lots of low blocks If she makos 
a really acrobatic move, try to 
spoil it with a block and then 
popupandpummd her! 


A short, sassy, and somewhat spoiled princess from the Jungle City 01 Faralon, Niiki ran away from 
her family's palace to escape over-protective parents. Having absolutely no interest in obtaining 
the Master Key, Niiki's only competing for the fan of it Although she's a fierce and highly skilled 
fighter, Niiki's lack of concern for her own safety may have tragic consequences. 


Fighting Style 

Trained by the best fighters in Faralon, Niiki is a master of Inverse Kinematics, a style that mixes 
balance and leverage to exploit a competitor's momentum. Besides this skill, Niiki relies on her 
two spiked rings to slash her enemies down to size. 

OO® O [*}• Niiki's six- hit eombiaation will 

This small but destructive com- r- If* M leave eveB the m| 9 htie8t fi 9 hler 

bine turn is basicolly a one- !■ v > y "I begging for mercy' Execute two 

handed double slash foil owed | " — _|T V I mid-level slashes followed by a 

by 0 quick, low kick. Toguaran- Jr - high right kick, a high left kich, 

tee that alt throe blows hit j JSrd l end finally, two fast sloshes to 

heme, he sure to use this the face. 

ooo®o®o®o 

If they’re still not eryrng uncle, 
try using this mossive senes of 
moves, a high partial-spin kiek, 
followed by 0 full spinning kick, 
a one-legged boek kick, a high 
slosh. Red ssother high kick. It* 
the piece de resistance 1 


QQ0®0®0®G 


Niiki shows off her aerobatic 
talents with this five-hit eombo 
It features a one-handed double 
slesh, thee two high kieks. sed 
for the big finale, a two-footed 
handstend kick tn the oppo¬ 
nent's head That* gotta hurt! 


Because Niiki ha?» been trained in a style that places more impor¬ 
tance on quickness and agility than it does on muscle power, 
• u'll need to use those two abilities to your advantage. Try using 
combinations that include 

lots of high and low kick- I 'i 1 V W* *«' * 1 Aj 

ing and fast series of slash- tjfc 

es. The real key to winning W* ^3£ If* 

with N »ki is« tap ta. Rrs'aw/ji^gpajfti 

moving around the arena. J 'T^ 

If you move too slow and 1 ^ 

get caught flat-footed, you I a 

may lose the fight, ~ ~ MMBHB 


One of Niiki’s best moves is 
f bmiu^I her ability to loek her oppo- 
■ ie«t between her knees 
*^5 t while performing a two-hend- 

ed back spring The other 
fighter will fell f lot on his or 
'rxS? | her beck while Nuki dishes 
/ M out another dose of pain and 
V I punishment. 

















As we've noted. Scarlet 

-naves around the arena ^*tm w Jr j 

more slowly than most of ^ 

'he other fighters You \ ^ — 

can exploit this short- . 

coming by striking ht.*r J®SJ^|£"aT!!P! 

fast and then quickly -- •- ~ l>i '^ 

backing away You'll IrrS 

also notice that she 

keeps her shield up a ^ ‘ 

good deal of the time. 

Don't try to attack her * 

when she's in this — 

guarded position or you'll to miss with most 
of your blows and end up earning the 
serious end of her sword Instead, wait until 
she lets her defenses drop (usually when 
she's moving) and then go at her with 
everything you've got 


Scarlet Zerai was once the official custodian of the Core Prime Element, but she lost hur post 
whan Sonork decided that women were unfit for such a lofty position. Declaring herself 
Empress of the Chosen Ones, Scarlet hopes to best the other competitors and finally take 
revenge on her former boss. Being a big fan of classical weapons, this female fighter is fond 
of using both a long sword and shield to defeat other fighters. 


Fighting Style 


Unlike Nliki, who relies on speed and agility to undo her opponents, Scarlet uses a method¬ 
ical style and hur amazing strength to wear down adversaries. And though she may move a 
bit slowly, she's certainly no shrinking violet on the battlefield. 


OO0OOB 


This combo ie another slash fest 
fer the sword-wielding warrior. It 
etarts with two overhead slashes 
and a low slash, cuntmuas with 
two more overhead slashes end a 
low slash, and flushes with e high 
slash to the head 


A short and extremely sweet 
combieatioe, this sequence 
begins with two sword slashes 
to tha luft, followed by one feat 
elesh to the right, and finally, a 
massive straighMeggad kick 
just for good measure. 


00©Q00©0 

Watt to see Scarlet's savaga 
side? Just check out this combo 
Two fast slashes, ana low slash, 
a biutal overhand slash, aad than 
ee incredible sword thrust to tha 
chast that leaves her opponent 
groening on the ground! 


Fighting As Scarlet 


First, you'll have to usa Scarlet's considerable strength to make 
up for her rathar plodding pace, instead of backing away from 
difficult confrontations, try to keep Scarlet in the thick of things, 
using her shield to keep her combatants at bay. If you're good 
at blocking, her lack of ^ 

simple A Button combina- 
lions to> do some quick 


Tapping the tap G Button three 
times will create esimplc triple 
slosh that will seat! your oppo¬ 
nent diriny into the dust It may 
not always work it the higher 
rounds of the tournament, but it’s 
usually very effective. 


NINTENDO 64 













i J\u/Liu 




If you warn to oeai this snv- 
age soldier, you'd better 
keep him on the defensive 
by using a series of quick 
combinations )cst don't get 
in too close or he'll grab 
you and skewer you like a 
shish kabob 


With the planet Earth In ruins—the result of savage and protracted wars—Colonel Aaron 
Maverick of the Colonial Commando Special Task Force has been ordered by his superiors to 
enter the tournament. As an explosives and weapons expert, Aaron believes he can beat the 
other competitors, win the Master Key, end use it to restore peace on his planet. 


Fighting Style 


A highly-skilled soldier, Aaron is comfortable with both short- and long-range styles of com- ^ 
bat. Up close, he likes using his MFG- 16 's double-bladed bayonet for slashing his foes, while 
at a distance he relies on his massive weapon's firepower. 

ooooo@o®o 

Use this series of moves tc strike fear 
in your opponents: An overhand swing, 
a mid-level spin kick, a low swing, a 
hone-crunching bayonet thrust, an 
uppercut swing, a really cool pair of 
low hicks, and e reverse elbow to boot! 


Thrs first combo finishes with 
Aaron's favcrite flourish. 
Beginning with a mid-level bay¬ 
onet swing, it continues with a 
low swing, a beyonet thrust to 
the chest, en uppercut thrust, 
end fmelly. tyvo reverse elbow 
blows. 


Aaron's next combo is similar to 
the first but with e little more 
kick. Karels the sequence: An 
overhand swing, fallowed by e 
spin kick, e low swing, e mia- 
level thrust, en uppercut thrust, 
and, of course, two crushing 
elbow blows 


Fighting As Aaron 


Aaron has a terrific assortment of attacks at any distance, so try 
mixing up his many moves, and vary hrs positron around the 
arena. If your opponent comes up close, use lots of big beyonet 
thrusts and swings, and if you can get toe-to-toe, use the B 
Button to skewer the competition. If you should find yourself 
^_** % with a extra brgath- 
I d * J tag room, make good use 

.-J3 of your gun's ammuni- 
I 0 1 tion, end be sure to lob a 

* load of grenades. 


Colonel Aerou Maverick is, quite 
simply, the ultimate soldier. He 
con use his armored body as a 
weepon, swing a huge beyonet 
like a base bell bet, end use his 
extensive troitung in explosives 
to make his enemies sizzlel 













When battling any warrior who fights as fast as Zenmuron does, 
you're going to need tremendous blocking abilities Try to keep 
up with his lightning pace and alternate between high and low 
defensive positions Hold out until Zenmuron lets his guard 

down for at least a few _ 

mo m nts--n (s wu n B ' [X ? \ 

your fighter can rega’rt the 

upper hnnd Always bt JRJRjjftj 

pr< pan d to nil back ind 

block, though , % Tg 


You should eithpr stay a safe 
distance back or block whnn 
Zenmuron starts swinging his 
sword or kicking up dust 
Thun, while keeping just a 
small gap between the. two 
players, move in find give 
Zenmuron a tastu of his 
own medicine. 


DARK RIFT 


Fighting As Zenmuron 

If you choose to play as Zenmuron/ you'll need to master 
both his sword swings nnd his martial arts moves. Instead of 
simply slashing away at the your opponent, combine swift 
swordplay with a series 
of well placed kicks. If 
you can keep this pat- 
tern up, you'll have no 
blcms putting an end 
enemy. 


VOLUME 98 (g 


Zenmuron s massive sword 
swings will often he effective 
agamst his cnamies. hut if a 
fighter begins to block his 
blows, threw ion kick or two tn 
counter thn defensive moves. In 
other words, you should kick 
him when he’s down. 


It vs well known that this armor-clad combatant fights with a combination of Ninja and 
Samurai styles, but his origins are a matter of speculation. Although Zcnmuron's motives 
may forever remain a mystery, you can expect plenty of fast kicks and swordplay from him. 
Be forewarned: this fighter has finished off every adversary he's ever faced. 


Fighting Style 


While Zenmuron is extremely adept at using his Samurai sword to slice and dice his ene¬ 
mies/ he's equally skilled nt using his legs as lethal weapons. His opponents had better know 
how to Mock, because his kicks just nevt r stop coming. 


0090 

This nnsy sequenen will bn yin to 
give you n feel flrir Zcnmuron’s 
unique style ol swinging a 
sword It involvas a slnsh to the 
left, a high slosh to the right, and 
a two-handed thrust to his unfor- 
tunnta foe's midsection. 


000000900 

His next comho has lots of steps, 
but it'll reduce your ennmy tn n 
hlithnnng mess. Dd n slnsh to thn 
felt, then a high slash to the 
right, an overhead chap, and an 
excellent series ol five kicks 
that has to be seen to be 
believed! 


OOOOOB 

This is arguably thn best com¬ 
bination in the gamn. Stnrt 
with the previous comho's first 
four moves, then add a spinning 
overhand slash, n two-handed 
reverse thrust and an over 
thn-shnulder throw nf the 
impaled opponent 
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Once a scientist of Sonork's, Eve was mortally woundud when the tyrant launched 
an attack on her lab. Having transferred her consciousness into a droid, Eve is now 
fighting to win the Core Prime Element, and restore her body to its proper form. 


Fighting Style 


This artful combination of fencing 
movas goaa by so fast that it's 
almost imposaihla to follow. Its 
best faaturea are a sensatioaal 
sodas of ZorruTiks slices and a 
finishiag upward slash that kaocks 
your opponent off his or her feet 


Like those fabled musketeers. Eve uses an elegant fencing style 
that's almost as fun to wafeh as it is to perform. She may be the 
one competitor who proves that a good fighting technique is 
much more important than massive muscles. 


Fighting As Eve 


To make Eve an effective com- ‘Hlli 

petUor, you must learn to deftly . 

perform all of her numerous 9 m Aterfj -: 

combinations. And forgsf about 

mixing her terrific fencing skills V tjTfc * 

with fancy kicks; they will only 
weaken her chances of winning " ^ 

the fight. Also remember that 

Eve has excellent range with her weapon, so don't maku ths 
mistake of moving in toe close to thwart ber enemies. 


Representing his home planet Dorlon, Core believes that the Core Prime Element rightfully 
belongs lo his people. He plans to prove his position with his massive battle-ax and the pure 
might of muscle. He uses his mighty bulk to great advantage. 


Fighting Style 


Gore's short saquance of 
savage ax slashes must 
he very well timed to suc- 
caad Tryprassing the but¬ 
tons at different speeds to 
determine the pace that 
works bast. 


Although he's a bit of a lummox. Core more than makes up for 
his lack of finesse by employing brute force. Being so strong, the 
weighty warrior can usually do more damage with one blow than 
his competitors can do wifh two or three hits! 


Gore can tike a lickin' and keep 
on tickin'. Even if it looks like 
he's down for the count, he can 
easily come from behind and 
winthe battle as long as you use 
his powerful combos to pound 
thb competition. 


li* Eve is being played by the 
computer, she's bound to be in a 
blocking position for much of 
the battl If she's blocking low, 
simply go at her with overhc td 
shots ff she's blocking high, you 
should fall back on low slashes 


Gore's weak spot is definitely 
his slow style of fighting, If you 
don't W3nt to be hacked into 
kindling, use your charac ^r's 
speed to tend a few f ist blows, 
then back away or block to 
avoid gelling clobbered. 












: Dsinuirixu 


Demonica likes to lie low 
and block a lot, so be sure 
ro use plenty of overhead 
slices to get around her 
defenses Also, take advan¬ 
tage of Demonic i's limited 
range by launching some 
attacks from a distance 


i: J'JJo/pjjbs 


Morphix likes to use long and 
tough combos un Ins oppo¬ 
nents, but after he's finished, it 
lakes him fi wink* to recover his 
strength and make his next 
move That's when you ru. jd to 
sei2c; the more *nt nd strike. 


star*" 

& 


Demonica, at the bidding of her evil master, the Lord Demon Demitron, hopes to fight Sonorfc 
for die Core Prime Element and take it back to the Dark Dimension. While she may not easy on 
the eyes, she's more than a match for any warrior. 


0000 + 0 


Fighting Style 


This saquanca will have 
Damonica s claws slashing at 
hai compatitoi from jast about 
a very direction. No mattai 
which wanior shas fighting, 
sha caa cut tham ta tha quick. 


One of the game's few fighters who doesn't use a conventional 
weapon, Demonica will rely primarily on her long fingers to take 
the tournament. And because of her poor posture, she's fond of 
shredding her opponents from a crouching position. 


Fighting As Demonica 

Demonica has an extremely limit¬ 
ed range, meaning that she has to 
stay in close to the other combat¬ 
ant in order for her claws to make 
contact. This may leave her 
vulnerable to some 
attacks, but block 
ing low should help 


Closa Demonica in on 
har opponants and just 
keapthosaspeady 
combinations a-cornin'! 


Dark Rift's most dynamic and enigmatic combatant is rumored to be both from the Light 
Dimension and fhw keeper of the Light Prime Element While we're not telling, we will say 
that Morphix has some of the most amazing moves we've ever seen! 


Fighting Style 


With blinding spead, 
Morphix changes his arms 
into hladas and makes a 
chap laft r a chop right, a 
two-handed oveihaart chop, 
and ti two-handud scissoi 
slash to undo his challangar 


Since Morphix appears to be a being of pure energy, he can 
transform and move his body in some really wild ways. His agili¬ 
ty is almost unequaled, his arms can become brilliant blades of 
light and his spins are simply out of this world! 


Morphix. has many long and 
effective combos but some of his 
best moves are created with just 
a couple of taps of the C Buttons., 
fry practicing some of these sim¬ 
ple sequences of kicks a»d slices, 
and master bis amazing propeller 
Spins, 0* 
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The World at 
Your Feet 


ISS 64 takes on a world of soccer 
challenge by allowing up to four 
gamers to simultaneously get 
their kicks either in competition 
or cooperation in the six different 
modes of superstar game play 
You can also s;t back and 
just play spectator (without 
the fear of hooliganism, 
even 1 ) in CPU vs CPU ffpi; 
mode If you'd rather play 
the field, try your hand {and 
feet) at the 70 garrt matchup to 
conquer the World League To 
hone your goalkeeping and 'f 
scoring skills, hustle over 
and aim, lob, chip and 
keep your eye on the ball 
In the Penalty Kick show- 
down Or try to strategize a 
winning offense to coach your 
team to victory and close the final 
heated chapter in the high ^ 
pressure mid-game jj||5 

Scenarios And, you'd rW/jr 
better get some field play, Sfesfc 
free kick and corner kick 
practice in Training mode, 
too, because ISS 64 sports 
fancy footwork and tricky 
maneuvers that wou'd even 
trip up Pele> k 


soccer cnaiienges inarii 

knock you off your feet! The tense second-half 
Scenarios are ISS 64's kickiest feature, and, with 
our power plays, we'll coach you on completing 
tj^and beating the superstar soccer situations. 


Short of giving you grass stains, ISS 64 sports game play and graphics that are 
as real as they ns could ever be In ram, snow or sun, roving cameras and 

running commentary cover the fluid I 
movements of the superstars' k’cks, I 
| i rJT ~i T 1 vo!le ys a n d passes 


ISS 64 rolls out almost every possi¬ 
ble soccer move, defense, offense, 
and strategy to make you a super¬ 
star At the push of 
a button, you can , .3 

instantly aligryour 
players into any of 
the game seicht 
strategics Captain 
your team into one 
of the 16 tactical 
formations, or pu for 
the "total soccer" 
strategy and play it 


by ear, feinting, slide 
tackling r»nd wall 
passing your way to 
victory 


INTERNATIONAL 


newiW Ki 

ajntooffl 
rg_ : . yus/Baurm 
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You Make the Call 


Choose one of the three referees depending on how aggressively 
you like to play Hasegawa always pulls a red card on a foul, so 
be on your best behavior -^ ■ 

if you choose him At th. 

is C irlos, who's nor. 


Building the Perfect Team 


You can create up to 24 customized kickers to build your own 
personal dream team Plus, with the Control Pak, you can save 
them and recruit them foi another day You can build your play¬ 
er from the feet up and determine everything from his speed, 
power, technique, stamina .and appearance 




■U-WU 


Create Player lets you invent your own suporstir 
Choose his position, allot a set number of points to 
boost bis abilities, then take him to thw head gallery 
and choose from 32 different faces to give your player 
world class looks that are strikingly similar to super 
strikers ranging from Carlos Vaiderrama to Ruud jullit 


Registering a Player 


After you ve created your players, you can dralt 
them into *ny of the 36 teams at ♦he Team Reg 
PlayEr screen Select the team you d like your 
player to join, then replica * team member with 
your superstar Ai! 16 team members are replace 
able, so you can custom-build an entire team, 




. v While the /players ih ISS 64 ‘ari fictto'ftu, **■* 

$ based tm actu J FltA kickers. The jntem itional super- a 
/ star teams boast sitnii ir abilities and skills as their yeal 
^ lif^ counterparty and, compel id, to recent JflfA sjatt, 

* IbS 64's. teams rank realistically, tpo. 

ft’ - S , \ ^ \ r' , ' V| | 

’ TEAM : RANK OFF DEF TOTAL 


FRANCE 
V COLOMBIA 

y czech: rep, 

- > DENMARK 
RUSSIA : ;• 

i, HOLLAND 
ITALY ' - 


ROMANIA 


U-S.A. 

£S> AFRICA 

japan - 

ARGENTINA 

CROATIA 

SCOTLAND 

TURKEV 

AUSTRIA 

GREECE 

IR ELAN D 

BELGIUM 


fatv*4 


'ri URUGUAY 


R. KOREA 


POLAND 


NIGERI >■ 

W- N-IR ELAND 
-!-• WALES 


IfjT'KEfr 


Fffjr-HWr 

h r 

* 1*525?? 

i IWfW® * 

mum . 

(ICTOT* 
- juT $&- 


flKiFESty 


RANK Based on actual FIFA statistics^ 
OFF ISS 64 offensive ability '' J * > 

DEF ISS 64 defensive ability ‘Z 

TOTAL Average score of OFF aod 0 r - F 
























































































Closing the Book 
on 16 Scenarios 


Last Minute Tie-Up *** 


France was set to take home the trophy when 
Spain scored a last minute goal The score's now 
1-1 with less than 30 seconds remaining in the 
game. France has its chance to strike back With a 
free k/ck, but any attempt at lobbing the ball into 
the goal will surely be dashed Carefully plan 
your passing strategy, or Spain will steal your 
ball, and, most likely your victory 


It's deep in the second half of the 
game Your team's down by one 
point, but you have a chance to tie 
the game with a comer kick Even 
Steven is boring scoring, so the 
heat's on you to sink two goals 
Time's slim, mak’ng it tight to fit in 
a second goal, so you'll have to 
devise the best offense to vindicate 
your team ISS 64's Scenario fea¬ 
ture drop kicks you into the middle 
of 16 tense second-half game situ 
ations likt this to pressure your 
coaching skills Each Scenario 
vanes in difficulty, and with our 
specially-made 3-D soccer dia 
grams, well coach you through 
eight of the more unusual ones 


>ot your team into w All Offense 
strategy and cue up a 3-3-4 forma¬ 
tion to structure your team with 
three defenders, three midfielders, 
and four forwards Your teams 
defensivo abilities will be vulnera¬ 
ble, so keep possession of the ball 
>by carefully passing it to your 
[teammate on your right When he 
i intercepts it, quickly shoot it mto 
Ithegoal 


EASY 


HARD 


SHOOT 


the Boot **** 


It seemed like a good idea at the time, but now the Italian team's kicking 
itself for playing with its main force In reserve Overlooking ihc Czech 
Republic's soccer savvy, the misguided tactics are costing them the game, 

-and now, with 49 seconds to overcome the 

. m ] 1-2 score, Italy poeefe to pull off th s r Ytc Kick 

Ready your phye r s mto an All-Offense strat- 
egy and a 3-2-5 formation By 

increasing yo*:r striker power you II h.*v* a 
1 better chance at driving the ball to the go- 
after your free kick 


Boot the ball to your teammates on your left Both 
are being marked by an opponent, but if your team¬ 
mate can trap the ball, he can lob it into the goal 
You' 1 ! have to follow up aggressively to score anoth 
er goal to overtake the Czech Republic, since the 
final whistle will be only a few dozen seconds away 
Slide tacklinq and one-two passing should help Italy 
blaze across the fic’d to chip in another goal 


Martinez 
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The Battle of Britain 


England may have brought soccer to the world, but Scotland is poised to steal the game 
away from the limeys The "Battle of Britain" reignites the teams' longstanding rivalry, and 

in this round of the feud, the English are about to win The r-^- w __ —-—— 

war has wound down to its final mmift and n-Hr-If, and 
you. vum, w.th »tux kick, to U ad the Scots on 
to undo a two point deficit ' 


Hu p the Scots save face by scoring 
with the free kick Befo r c taking 
the shot, however, arrange 
your team irilu a 2-4-4 or 2-3-5 
formation and scrimmage with 
an All Offense or Side Attack 
strategy Set the dead ball back 
into play by lobbing it to the middle 
of the penalty boxs 18-yard lino. 
Quickly speed a teammate to inter¬ 
cept the ball, then head or vol m 
ley it into the goal 


Mexico outranks Japan by more than 10 
points in both offensive and defensive 

« power The score is 1-2 in favor 
of Mexico, but Japan has just 
begun to storm back with 
its second wind Captaining the 
"T underdogs, you have over 
three-and a half minutes 
JBwWftL to turn the tides in 
M H Japan's favor. 

Agftfl(SW* ^ The Mexican 

team's made up 


PRESS UP 


^ of formidable players, so assign your best 
men to mark the most dangerous strikers 


Mexico may have a superior offense and defense, 
but you can even the odds by arranging an All- 
Offense attack and a 4-2 4 formation Wth your 
halfbacks playing both offensively and defensively, 
the formation evenly bolsters your field coverage by 
providing essentially six defenders and six offend 
urs. For your free kick, pass left, then shoot fnr the 
goals far post or lob tlie ball to an open forward 
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Corral your team into a 3-3-4 formation and 
hit the Down C Button (Dash) to malign the 
strikers who are stationed around the goal 
'When the lurks aren’t marking your players, 
pass the ball to your teammate at the 
center of the 18-yard Fine—he can head or 
volley the ball into the god If he misses, 
charge, because the chaos can confuse 
! your opponents into sinking the ball into 
Pitfieir own goal 


^om stealing fhe.bdf tanning. A 
,^t^y; ; acrp$s tfie*ttelri, assigh » 

fO mark, therm ,y com par- a 
team rosters, you t. n strafe- ' 
illy'cover yput opponent with ^ 
.^the player talents best 
Juitetf *o 'counter 
- vour foe's abilities 


*SteiI thn win by setting up in 
All Offtnsr- strategy and a 3-3-4 
formation. Pass the bail to the 

lone forward waiting in front of the penalty aree If he quickly dribbles then 
takes his shot, h« may be able to knock the ball past the goalie If the shot’s 
deflected or intercepted by the goalie, you'll have four strikers in formation 
ready to steal the ball 


Nigeria is putting Argentina's reputation on the line Ranked an 
unlucky 13 notches below the hotshot Argentine team, the Nigerian 
team has managed to counter its opposition's every move Tine African 
team's efforts have tied 
the match up, and, m a 
mad rush, a harried 
Argentine p!aytr fouls up 
a Niger an The resulting 
fret kick's your chance to 
conquer Argentina, and 
with only 12 seconds left, 
you'll have to be the 
perfect striker 


The Poiiitless Match * 13 


■ 


Neither Portugal nor Turkey has been able to 
score in this somewhat even matchup With less 
than a minute to break the goose egg in the 13th 
ccnario, the dominant Portuguese team earns a 
corner kick Fortunately for Portugal, its p ayers 
still have plenty of energy tor a team this deep 
into a game Scoring from the set piece will def¬ 
initely revitalize both their energy and spirits 

































-f 



^ The Six-Star Shootout 


r^r. nvccN ^13 


In the only six star Scenario, 1SS b4’s loughtst soc 
cer situation pits your Dutch team against the 
English Holland trails by three points, and, with 
less than a minute and a half 'ett, there's barely 
enough time to catch up (let alone catch your 
breath) England just kicked the ball out of bounds, 
and your throw-m could bring Holland a step clos¬ 
er to stomping past England To score throe more 
goals, however, will bean uphill stomp 


CS CIOXFM q 


To score big m the final spc- 
! onds, you'll have to boost up 
I you'offense Push your 
f teammto the front zone, 
coordinate a 4-2-4 formation, 
then toss the ball to the mid 
fielder directly in front of you. 
Run the halfback parallel to 
' the s delinc, then have him 
dash mto the penalty box 
Pass to a striker who can head 
the boll down into the g03i or 
try shooting the ball into the 
comer of the goal 


In real life, Brazil has competed in more World Cup finals than any other team 
Currently, Brazil is the best soccer team in the world, and ISS 64 has fittingly souped 

' -ii - g- --- b - | —up the superstars to reflect their profi- 

• ** ciency Oveicomc by the best, t«‘ 

players arc down by i Tee, but 
I tin r corner kick can narrow tht gap 
'<£r Vi-, to earn them bragging rights 


Brazil's offense and 
defense can easily 
stc.TnroIl over any 
team, so fortify an 
All-Offense and All 
Defense roadblock to 
slow them down 
A 4-3-3 formation will 
also keep the bail rolling 
for the Yanks To score 
with the comer kicK, 
spin the bil into the 
goal with a banana 
kick If you can't dole 
outthemswinger, 
knock the bail to the 
coal box, then volley 
it into the comer of 
the goalmouth. 


rTo break jthito^glr fyoqt 
opponents.'' cleverly orch, »- 
i irafed iTCtics^^uli have^lb 
f meritin' your Walegfr& 
''Whip ^faUt entire vEjpiijk 
;i*nto Ship wiih vyy W. the 

,16 tactical Tour tipnsi 
move ,Individ" 

?%<}’? ua * Pty** *° 

r ‘ place them \n 


sweet spot; or 
focus on a spe¬ 
cific' none to 
shift your. line 
off ' fullbacks', 
halfbacks and 
forwards. 







































eyez! NO A Amy here, telling you al 
the latest developments in the wi 
wooly world of Nintendo Power Source a 
www.nintendo.com! Since we signed off frfRi America Online 
earlier this year, we’ve added tons of new stuff to our Web 


Wtccor** T* www NiNT*rufifr».c#j 
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site. An E-Z search engine in our 
Classified Information Code Bank 
makes finding cheats and tricks a snap. 
Huge, detailed strategy sections help 
you master your favorite N64 game. Oh, 
and then there’s live chat, hosted by 
yours truly and my able pal, NOATravis! 
We’re always improving and upgrading 
our site, too. So surf on over to www.nintendo.com. You can 
even drop us a line and tell us what you think. It’s as easy as 
clicking a mouse! 

NINTEWQ POWER " 
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Loud House 


Product Lab 


Newsroom 


Welcome to the home page of www.nintendo.com, where it's ok to bash your wey ‘ 

through closed doors without knocking! For the htest pioduct info, enter th= Product Lab The Newsroom is your inside source 
for news you enn use. If you want to contact yours truly, push your way into Nintendo Headquarters 1 Clicking on the gameicons . 

will whisk you away to strategy guided end reviews As for tint fearsome guy running the elevator, he's your escort to Power I 

Source's world famous Loud House Going down, anyone? !■■—— — v 

TRAV’S GUIDE TO 
GETTING ONLINE 

W First, f pour myself a hearty beverage Cool m the 
summer, warm in the winter* 

F 2 Next, I turn on the computer It's a lot easier than get- 

— ting my 78 Mustang Cobra to start on a cold morning! 

3 While it boots up, 1 warm up my mouse finger Eexin, 
flex out Flex m, f lox out Point! 

4 f i launch my Internet browser and foq onto my Internet 
pr-"* Service Provider (SeeAmysOnlineDefinedonthc 

next page for info about providers) If you have a 
commercial on-line service like America Online, you 
can use its own browser 

If 1 In the V\fcb address screen, I type http://www nm- 

— tendn com and hit Return. Tricky huh 7 

Voilal I've tended feet-first on the most glonous gnm 
inp center on the'Afebl Now its time to start clicking* 


NEWSROOM 

After logging on, I always stride confi¬ 
dently through this convenient door on 
Nintendo Power Source's home page 1 
Here I can check out in-depth game pre¬ 
views, exclusive interviews with today's 
hottest developers, and the latest devel 
Opments in Nintendo's gamj^pJ^Vtgg 
technology Not long ago I ga^etf ifeng- 
ingly on more than 20 sateen 
shots of Zelda 64, 


in the 
Newsroom \ 

Mr 

had 'em, 
even though / 
the game / 
isn't 
sched- l 
uled to hit y 
store shelves ' " 
until this fall. Talk 
about a scoop#' 


COOL CONTESTS V 

They're here^' they're there, they're 
everywhere! After iogging on, ! 'ike to 
check the mam screen and then the 
Loud t 'ouse for hot new contests. For 
Blast Corps, fo^ex^mple, entrants had.* 
to guess which !U^S ^cities the dreaded 
runaway carrier would threateqLOt was 
all pretend, natch) To cefebratetne leg¬ 
endary Game & Watch Gallery tor Game 
Boy, there was a shbrt bjjt tricky .trivia 
contest On the simple side. I ’rfflently 
ran across a Loud House contest in 
which you just had to enter your e-mail 
pame and hit Return, It was a contest so 
Simple, even T rnv could enter itl 


^ ^^^^fu.'l-time Vycbspo/ident 
wj22^^^.whosc can 

ffiruy actually be heard on 
I p^I J^N interdo games' Yep, 

nrin Owsen lent his 
go I der i tl to; it to Su per 
^ j ivtetroid and the origi¬ 

nal Star Fox' Jan's also put in long hours 
with Shigeru Miyamoto and Rare, help¬ 
ing to perfect your favonte games With 
experience like that, there's no doubt that 
Dan is the Web's number one source for 
straight Nintendo news [Arid pbw you 
can ask Dan anything yot* Got a 
question about the RumbTe Pak, an 
upcoming sam e, or a wild rumor you've 
heardh&but Luigfein Super Mano 64? E- 
mail ft tOHSarif-Jde's your man 1 


obtained 

straight from Shigeru 
Miyamoto's devc'opmenttearn m Japari. 
Another in depth article clued meitfon 
the latest news on the Nintendo 64 Disk 

-in. 

Drive Before leavmg, I cast my brown 
eyes on iTtrunkload of screens, maps 
and development art for Lamborghini 
64 Those ace reporters 


ASK DAN, THE;, 
ANSWER MAN 

This shimmering TV screen is your route 
to the only .. ^ ——mm 


Can't decide which coior 
you want far your Game 
Boy Pockat? Take our quick 
Pocket Persona Quiz* 


HINTE* 


























c. 



RODUCTLAB 

Don't let Bowser's mean m^scarcf you. 
Shove through his *Power 

Source's home page You'll find yourself 
in the ProfiuqtlLab, the Web's top spol 
for mfoyqfiWrbtendo games and sys-' 
toms 1 matProfluct Lab has detailed 
reviews on almost every new game for 
a Nintendo system, complete with' 
screen shots You'll find pages of tech¬ 
nical specs on the N64, Gas^e Boy and 
Super NES Our store cdrjpstfweatshirts, 
CDs and other great NiRjengp gear You 
can even subscribe to my aff-t me favorite 
magazine Nintendo Power r 

^STRATEG'® 
STRATEGY!*^ 
STRATEGY! 

love these gor¬ 
geous guides to 
Nintendo games No 
k more of that text-only 
iff on America Online* 
ntly I feasted my eyes on 
www nintendo corn's huge Blast Corps 
guide It's jam-packed with dozens of big 
maps and vehicle pics, plus blow-by- 
blow directions for mastering each stage 
as well as detailed specifications on each 
of the uehides 1 Power Source strategy 
guides often cfonm with lists of Frequently 
Asked Questions (FAQs) Hot links make 
it easy to find the precise bit of intelli¬ 
gence you're looking lor Whether you're 
playing a game for the very first time or 
are an old pro, Nintendo Power Source 
provides the most comprehensive game¬ 
playing info on the Web! 



Not long ago, I thought a GIF was what you got fop your birthday! 
Now, though, I can talk like a real Webhead - or afeleasl,?er, fake 
it. Check out my convenient list of Internet terrnsjfp^k \ 


Bookmark-A list of your favorite 
Web sites www m ntendo com is at the 
top of my list! 

BRB-8e Right Back Use this m chat 
when you gotta go let your dog in I 

Bro^jjlPfc Special software used 
surfi thei^HMetscape and Microso! 
IntcrEefl i&fflorQi are two exampl 
Ameri^^^Unline comes with its 
own browser* 


Frame -A kewl waS|^5f&nge a Web 
site to make it easier to maneuver 
around Nintendo Power Source typi¬ 
cally loads articles in a big frame, while 
Lining navigational info m one or 
smaller frames 

-Graphics Interchange Ifffffi.fl A 
icial format for pictures aWi^fphics 
that you can sec* on the Web Great for 
making simple animations 1 


STARFOX64.COM 




Star Fox 
the NinteJ 


4. 


LVTVl 


'should 
stellar 
contests, strategy ti 


ich a great game, 
»wer Source team 1 
wanted to dedi¬ 
cate an entij 
site to 
The result 
www star- 
fox64 com 
Fox 
McCloud's 
legions of fans 
straight to this 
's packed with 
Vehicle info and 


■ JgS* 


y t tZTJ 


MM 







screen shots The pros at Nintendo Power 
Source have also posted exclusive 





and plenty more 
tng of this hot 
ion that is has 
on of Andross, 
y? We're proud 


developer mtervi 
information o 
game Oh, an 
the Web's mea 
Fox McCloud's a re he 
that wwwstarfox64 com is Nintendo's 
first site dedicated to one game. In the 
future, you can look for¬ 
ward to exclu 
sive Web sites f 
dedicated to 1 
upcoming hot 
Nintendo 
games 1 

LOUD 
HOUSE 

Don't let Fulgore 
scare you Hop in 
the elevator on 
Power Source's 
home page and 
head down to the 



NINTENDO POWER 



basement You' 1 1 
find a treasure trove of game tips, codes, 
downloads and all-around great info 
Send a private message to a fellow Star 
Fox 64 freak via the Message Center, or 
use the brand-new bulletin boards to let 
the world know how you can't wait for 
Zelda 64 Push your way through a side 
door and i'll welcome you 
to a poolside chat party. 
Man, J love this place! 

GAME FAQS 

Whenever I'm answering 
the phones as a 
Nintendo Game 
Counselor and some¬ 
one calls me with a 
tough question, I go 
straight to Nintendo's 
exclusive m- 
house data¬ 
base for the 
answer 
Thanks to the 
magic of the 























1 N *T<*l ta| rv 
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Internet, much of that same great 
info is now available $n the loud 
House 1 Game FAQs provide all 
the tips and strategies you need to 
conquer the most popul?r games, 
including every N64 game 
released so far For Turok, for 
example, you'll find a detailed 
walk-through for the entire game, 
advice on beating all of the boss¬ 
es, arid cheat codes If you want 
to be a winner, you gotta check 
out the Loud House FAQs 1 


hangout for some of the sawiest 
game-players in cyberspace 
Multiple rooms, private messages 
and other cool features make 
chatting here lots more fun than it 
was on America Online 1 Keeping 
the clever conversation bubbling 
along is my job If you're not in 
the mood to chat though, you 
can just check m, hang out and 
enjoy the show Nintendo's chat 
is open weekdays 7 to 10pm 
Eastern time, 4 to 7 p m Pacific 
Thanks to the nice 'n' easy chat 
software, navigating ’■'our virtual 
pool party is as c ns# asjlalljffe off 
a diving board 1 


of Australia, even though it's halfway around 
the world 1 * 

ISP -Internet Service Provider. MraS^ople access 
the Web through one of these companies 

J/k-Joke We tell lots in chat 1 
Ichat -Wanna drop in chat and say Ht? Just 
download this plug—in (see below) and you're on 
your way i 

JPEG-Joint Photographic Expertfip^Jaut 
nobody says that 1 Pronounced "Jay-jggjj'^notfier 
format for Web pictures Most Jjshots 

are JPEGs. NiSr 

Kbps -Kilobits per second T he bigger this num 
ber, the faster your Internet connection. Most 
modems today run at 28 8Kbps or faster, 

PIug-IfT^ special piece of software that you add 
to you^fep browser for special, cool abilities The 
Ichat plugin lets you join in our daily chats 
Server -A computer that's home to a Web site 
Nintendo Power Sm&e is so busy, wc have three! 
Smart, huh ? TO | 

taL-Short for 44a*#5rm Resource Locator, but I 
just Sway "Farr 1 An URL is a web address Nintendo 
Power Source's is http/Avww Nintendo com 


CODE BA NK k 

last week I 
m i g h t i I y 

irTrpft.ssft ny 

Race 

inends by 

riding the | 

dolphin 1 How, you y * 
ask? I just went to the 
Loud House's Code Bank, typed 
in Wave Race and hit Search, 
"Ride the Dolphin" is just one of 
the thousands of tricks, passwords 
and codes packed into the Web's 
biggest database for Nintendo 
games Our code conspirators 
constantly check with developers 
and Nintendo's army of game 
testers for the latest anc^jgf§§f$£t 
secrets Whether it's a classic NES 
game the newest N64 i<? ak, if 
there's a code for it, you'll find it 
in the Code Bank! 


COMING UP! 

Mark your social calendar for 
August 18 through 22 That's 
when wl'II be s!eepn*graut under 
the cyber stars at\Cj annual 
Camp Hyrule Mu ana Trav will 
be just two of the cabin 
sclors! There will be chats, nature 
hikes, arts and crafts, bad food 
from the chef, heck, even eaSiM 
raids Well announce a signup 
date on at www mntendo com 1 

J neat freak, I've always 
t the Loud House was a bit 
tbcTmessy Travis, natch, thjpks*^ 
way too dean So we're goingita 
split the difference and redo*'the 
Loud House The new name* will 
be ta-da 1 Studio 641 Well keep 
you posted on the changes, so 
check back often! 


CHAT 

Ahhh, there's nothing better o.q-? 
lazy summer afternoon than’ Sip* 
pin 1 a tall lemonade besiddfehls 
Loud House Pool and trading ftps, 
and chuckles with my on-line 
buddiegr»Whcn I get the urge, I 
can takeQjSalf-gainer off the High 
Dive or sun myself on the Deck 
But if I'm seeking truly serious 
game chat, I head straight for the 
cooLconfmes of the Bungalow, m 


That means 

w/*! "Be Right Back" 1 We gotta hop into 
chat now Giving you a quick tour of the 
latest and greatest features of www ni nten- 
do com has been great! But remember, 
changes keep happening fast n' furious in th*. 
on-line world Check www mntendo com daily 
for news updates, product announcements, hot 
new contests and more And you can always 
drop us an e-mail to let us knew what you think! 



















































"Greetings Mortal, are yon ready to die^R or ok laughs at 
yon. Actuary), you're ready to wm, became now you (pave t he 
complete maps for all five areas m this diabolically complex 
maze, plus tips for foiling every trap. As you read on, note 
the color of each numbered step-all the maps are color 
coded. For example, since Step i is ^/em t you need 
to for • the green Sezm Portals. Map until you 
■ '' i read? Step 5, which is 


blue, and refers to the • 

blue Ice Guardian ' 

Map. Connect the 
colored steps and find your w. 
’n of the darkness anfl down 


01995,1997 Raven Software Inc. All 
Rights Reserved 


W l Korak leii ,\ n'rtly 
r illusion at the 

r beginnof the level to 
- ’ * nt the unwary. Wnlk into 
H image as it begins to fade. 
It’s okay If you get that sinking 
feding-you're on an elevator 
leading into a courtyard. 


^Jjp\ Monsters 

pouring out of £ | 

in Step 2. Max out your life bar with Crystal 
Vials, then leap into the middle of the fray. 


(2^\ You can mess around 
and fight Ettins in the 
courtyard, but eventually 
you'll realize that the monsters 
arc regenerating. Go to the 
right side of the courtyard and 
pull the switch, then grab the 
weapon power-up at Step 2a., 




•*7 1 4 -4 

T 



S, ^ m 



w i 


w ^k a 









^ After you defeat the monsters, 
grab the Blue Mana and take 
the elevator up to the porta! to the 
Guardian of Ice. 


Now you're chillin'—dcfeat 
^ the two Ettins and cau¬ 
tiously make your way to Step 6. 


Yikes! The floor just 
sank ten feet. Retreat 
backwards up the staircase 
and defeat all the Ettins 
from a safe distance. 


Pull the switch here. 
v ^ Now spin around 


and destroy the Serpent that 


is sneaking up behind you 


Grab a few Crystal Vials to 
recharge your life, then 
walk through the door lead¬ 
ing to Step 10. 


You're getting warmer. 
Avoid stepping into the 
rising lava ahead of you. 


Q£) Leap across the lava 
and defeat the pesky 
flock of Afrits flapping around 
in the next room. Ettins can't 
climb these stairs. Remain oo 
the steps and blast all of them 
from a distance. 


Grc«n Flask 


Pink Flask 


Combined 


Grzzn Mana 
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■y Grab the Amulet at 
Step 7 and pull the 
lever. Look closely at the 
floor' and you'll sec a reflec¬ 
tion of a sword. Stand on the 
spot where the sword is 


Another door is now 
open in Seven 
Portals. Go to Step 9. 


(TD) Wa *k * nto t * ie P orta l 

' ^ and find Step 11 on the 

Fire Guardian Map. 


Pull the switch at 
point K. You've solved 
a third of the complicated 
puzzle in Seven Portals. 
The room is filling up with 
monsters again. Collect 
the Shield and clear the 
chamber. 



































uTl r&cim 


/ [is Remain on the stairs until 
you've defeated all of the 
Ettins in the room. These aero- a 
phobic creatures can't climb past \ 
the first step. Collect the remaining 
Blue Mana and walk to Step 15. 


21 Welcome to the 
realm of the 
Guardian of Steel. 
Slowly make your way 
up the stairs, defeating 
each Ettin and Centaur 
wailing to ambush you. 
Maintain your distance 
from the foes and 
defeat them before they 
can reach you. 


Check your health status, 
~ ^ then go to the open door 
on the lower right side of the 
courtyard. 


® Defeat the roving Ettins 
and Afrits and pull the 
switch here. Turn around and 
wipe out the Serpent sneaking 
up behind you. 


There is a hid- 
den door in the 
comer of this room. 
Defeat the Serpent 
through the narrow 
wall slot before you 
open the door. 


^ 2 ~A\ Collect the Mana and 
the Quartz Flasks, then 
step through the Steel portal. 


(15^ * ime y° ur 8 ame ‘ 

• Sprint as fast as you can and 
leap for the ledge at Step 17. Now 
jump far the thin ledge that runs 
the entire length of the chamber's 
left wall. 


(Jy) Defeat the Afrits before 
you inch along the ledge. 
Take the Flame Mask and return 
to the portal at Step 11, 


^21 Welcoi 
realm 
Guardian < 
Slowly make 
up the stairs, 
each Ettin an 


mnmo powsk 












HEXEN 


Those gray creatures 
shooting ice balls at 
you are called Wendigos. 
Fall back and destroy them 
one at a time or you 
won't survive this nasty 
snowball fight. 


What's up with the 
^ shiny spots on the 
door? If you step on one, 
you'll end up as artwork on 
the ceiling. Tress Down on 
the direction pad to see the 
entire floor, then steer 
around the bright spots. 


Those mean Wen- 
y digps are materializ¬ 
ing right out of the walls. 
Stand on the stairs and take 
them out from a distance, 
then walk directly ahead and 
jump through the portal. 


(&?) Welcome back to 

^ v ^ the realm of the 
Ice Guardian. This chamber looks 
empty, but there are several Ettins 
wandering around in the nearby 
passages. Dispose of all the Ettins 
now or they'll haunt you later in 
the level. Hit the switch at 
Step 33. 


A*. Hunt down and elimi- 
nate all the Serpents, 
Centaurs and Ettins wandering 
the corridors. Return to this 
elevator door, defeat the Ser¬ 
pent, and sink to a new low. 


Irs lime 10 lest your jumping 
^' skills. Point the directional 
pad down until you can see the 
ground in front of you. Now jump 
across the blocks of ice and rock 
until you've collected the Mystic Urn 
and Torches. If you fall you'll have to 
endure the criticism of the crowd of 
(£§) A * cr y° u Poll t * le chain switch/ make your Ettins watching your performance, 
way back to the portal at Step 21. Take your 
time and verify that you've eliminated all the loitering mon¬ 
sters. This will save you trouble later. (5^) How * s y°ur health meter? 

0 ^ ne< ^ y° ur strength 
(5J) (%}$) Hey, who let K before you run through the trap 

v all the mon- B, * ‘ «n this room. Don't bother 

sters out? These Ettins, Afrits X j ^ v I trying to collect the Crystal Vials— 

and Serpents are pouring A \ ^ they're used as bait to keep 

from the open door at Step ft _ you exposed to the shards of ice 

28. Exterminate all of them BBshooting in all directions, 
before proceeding to Step 29. 


Crab the Mesh Armor 
v - ^ and pull the chain 
switch. Eliminate the Ser-pents 
locked in the adjacent chamber 
or they'll find you and even the 
score later in the game. 
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Even if you thought you cleared out 
all of the Ettins, there's still one 
waiting for you here. Take him out 
and replenish your life meter. 

There's a huge battle waiting for 
you at the top of the stairs. 


switch on !■■■■ 
the wall and jump 
into the room. Try to work your way 
into a comer and take the Ettins out 
from a distance. Grab the Amulet of 
Warding after you eliminate the foes. 


You're back at Step B. 
^ ^ Take the stairs up to Step 

42, Grab the Dragonskin Bracers and 
pull the switch. Now walk to the portal 
at Step 43. /■ 


Last time you were here 
v "—^ you didn't have the Flame 
Mask. Open the door where the 
sword is pointing, defeat the mon¬ 
sters, and use the mask to get the 
Fire Key. 


(^L^) You're halfway through the stage! Now you ? re in the 
^ Fire Guardian area. Use the Flame Key at Step 44, 
defeat the Ettins, hit the switch, ride the elevator and defeat the 
/ foes in the lower chamber. Go to Step 45 and repeat the same process 

You can now enter this until all the enemies are destroyed and you're at Step 46. 
chamber, but you'd better 
have your best weapon equipped. 

Smash the wandering Wendigos 
before crossing the shifting floor, 

The broken floor will mysteriously 
restore itself in a few minutes. 


&?) 60?) *° ^ *°P 

^ elevator at Step 47, 

take the Chaos Device and 
turn around and jump into the 
teleporter. Pull the switch to raise 
the stairs at the Seven Portals, then 
touch the star emblem on the wall to 
warp all the way back to Seven 
Portals. Max out your health gauge. 


($D switch at Step 40 and watch the floor 

shift again. Don't get crushed by the ice! Take the 
Steel Key at Step 41, defeat the 
Ettins and work your way 

across the crevasses to the jl ■ 

portal near Step 7. 1 J 'S 


(SQ) (5f) Walk out into the courtyard 
and dimb the new stairs up to 
step 51. Pull both of the switches 
here. One opens a door in the realm of 
the Guardian of Ice and the other opens the 
door to Step 52. Pull the switch at Step 52 
and enter the porta). 
































Blue Mmn* 
0 Opccn flt«k 

• PinJk Pl**k 
w Combin sd 


r (5§) From Step SB, 

go to the court- 
(5^) yard and climb 
the new stair¬ 
way to Step 59. Pull both of 
the switches here, then make 













































Inch along the chamber 
ledge until you're almost to 
Step 64. The darker wall is a trap 
that will push anything off the 
ledge. Carefully trip the trap then 
quickly retreat backwards. 


Clear out the Centaurs guarding the Torch 
before you leap to the center of the Realm of 
the Steel Guardian. When you grab the Torch, you'll 

receive a message 
proclaiming "Stones 
\ flW grind on the Seven 
S ; w5 Portals." Take cither 

elevator downstairs 


gcj A walkway will rise from the 
lava when you trip the trap. 
Leap to the center of the room, flip 
the switch to solve half of the puz¬ 
zle, then exit the Fire Guardian 
Realm at Step 11. 


(qq) When you return to Seven 
^ Portals, go to Step 4 and warp 
back into the chilly Realm of the Ice 
Guardian. You'll arrive at Step S. 
Walk up and sprint through the trap 
at Step 66. 


(yc£\ A steel door will open here and you'll see 
the portal. If you defeated the Serpents way 
back on Step 24, 
you won't have any 

problems finishing v *' . fir^' J 

off the Ettins and W » A ! V * 2 

reaching the portal.' m 


g^),ga\ You flee from one trap and end up 

defeat the Centaurs as quickly as possible. You'll 
have to dodge the darts as best you can, but the 
Centaurs are your ticket to safety—the chamber 
doors won't open until the Centaurs are gone. 
After the battle, heal up and go to the portal at 
Step 6S. You're automatically warped to the 
Realm of the Steel Guardian. 


*y2t\ Those grinding stones at the Seven Portals 
*— y indicate that the watery way to Bright 

Crucible is open. _ _ 

This « a secret 

the monsters loiter- C » 

ing around here and VLr fejj 

enter the crucible. 


You just dropped into the mother of all 
Wendigo wars. The first duo is just a 
warm-up act Run to one of the comers where 
you see a hole and wait for the floor to sink, 
jump in the'hole and work your way up either 
location marked as Step 70. 


ZQ <ZV The " iron 

floors and 
ceilings In this room 
smash together like 
pounding pistons. Care¬ 
fully make your way 
through the metal maze 
mayhem to the switch at 
Step 71. Pulling the 
chain on the switch 
won't stop the moving 
floors, but it will give 
you access to Step 72. 


Pick up the Disc of Repulsion, but don't use it unless you're sur- 
^ J rounded. Defeat the Afrits, then leap to the platform floating on the 
green slime. The green dime isn't toxic, but the Stalkers swimming in it are 
very lethal. Ride the left elevator out of the muck, and clear out the 
Serpents on the ledge. 
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Use your remaining green 
Flechettes oit the squads of 
Ettins roving the halls. When you 
reach the room at Step 79, run up to 
the pedestal and place the Heart of 
D'Sparil. Now head for the stone 
stairway that just materialized near 
Step 80. 


The narrow stairway leading 
up to Step UO is an ideal loca¬ 
tion to set up a trap. The Serpents 
must file down the stairs one at a 
time to get you. After you destroy the 
Serpents, go to Step 00 and claim the 
Icon of Defender. Now head back 
into the swamp* 


Ride the elevator up to this ledge and defeat the Serpent 
^ guarding the Amulet of Warding. Centaurs are waiting 
for you just around the corner, so replenish your health gauge 
with a couple of Quartz Flasks. Keep moving to avoid the 
annoying fireballs from flic Serpent sentries in the distance. 


That pounding heart¬ 
beat you hear fe actu¬ 
ally a room filled with fireball 
traps. You can disable the 
trap when you grab the Heart 
of D'Sparil. You'll find it 
glowing on a pedestal just 
above Step 77. Now that you 
have the Heart, destroy the 
Serpents in the room and 
work your way up to the 
tower at Step 78. 


You had to run and swim through the 
chaotic landscape, but at least you 
made it here in one piece. Put on this Mesh 
Aimor^—you'll need it to survive the corri¬ 
dors leading to Step 79. 



The Stalkers lurking in the green slime aren't 
hard to defeat, but you'll have to wait for 
them to attack you before you 
can harm them. Make your 
way down the twisting canyon 
to the portal waiting to take 
you back to Seven Portals. 


Your days at Seven 
Portals are coming 
to an end. It's time to 
move on to new advem 
tures. Carefully approach 
the cages at Step 83, but 
defeat all of the monsters 
before you release the gate 
switch chain. 



Before you leave, you'll 
find a piece of your ulti¬ 
mate weapon. The name of the 
weapon depends on which char¬ 
acter class you selected. You'll 
find more pieces in other stages in 
the game. 



If you're 
one of those 
players who insist on col¬ 
lecting everything, you'll 
want y to lock your 
gauntlets around this pair 
of Wings of Wraith. The 
trick is to mate a running 
leap to the small ledge at 
Step 85. You'll earn your 
wings after you dear out 
the Serpents waiting far 
you. Use the wings to 
explore the rest of 
the regions surrounding 
Seven Portals. 




r SHADOW WOOD BECKONS 

The gates of Seven Portals are open. You have passed the 
tests of fire, ice and steel, but there is much work to be done 
before the land is free of Korak and his heinous hordes. 
Now you must find the six plates that unlock the silver door 
in Shadow Wood. As you walk, Korak appears and taunts 
you again. One day, if you keep your wits about you, you'll 
hunt him down and get the last laugh. 
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STRUT POIflT 

Blast from the past In Volume 
95, we covered the first stage, 
Simian Acres Now, in the expert 
level, the map has explosively 


After a taking a month off for some R and R, the experts at Blast Corps 
storm b ack with their explosive arsenal to rock your world once more. 
'Part three of the Blast Corps strategies reveals how to conquer the plan 
Sets* platinum times, expert lev ;ls and their bonus areas, so hold on to 
your hard hit, 'cause it’s time to defanate the master blasting! 


snu.it irit* 


Seven new, explosive stages open up 
m the expert level of Blast Corps 
The runaway nuclear carrier is as 
unstable as ever, and you have more 
ground to cover (and pulverize) to create safe 
passage for the transport Three new bonus 
areas lurk on the horizor, and, in the sky, the 
entire galaxy beckons you Four planets and 
the moon become the team's playground after 
you've located all of the RUD's the six scien¬ 
tists, won gold medals in every earth stage, and 
saved the space shuttle from a crash landing If 
you make a big bang in outer space to win 
interplanetary gold, you'll face Time Attack 
Mode, in which you must shatter speed records 
to claim the platinum medal 


tfM997 Nmtendo/Raro GtimebyRarcs 








































(<) Nat only arc survivors 
^ holed up mside the 
stables, but a friendly cow 
pokes around there, too 


BLAST CORPS 


Corps demolishers you 
have at your disposal Whether the sleepy little hamlet is to 
be or not to be depends on how soon you can storm into the 
Cyclone Suit to start clearing a path for the runaway 
nuclear carrier It's easier to do a bang-up cleaning job 
in the Cyclone Suit, so immediately cycle the 
\ Ballista to the farmhouse at the A on the map, 
jjpj then launch a missile at the building's right 

r front corner When the smoke clears, you'll 

\ fmd the outfit Park the Ballista, try on 
the suit, then tumble through the town 
to plow down a roadway to dear out the 
r hazards that obstruct the danger zone 


(A) Raze the building to the (g) Head for a pit stop at Nat only 
w right of the tram cross- the tiny outhouse ta- ^ holed up i 
*ng toadd the Cyclone Suit let at B Knock it down, stables, but a 

to your wardrobe and you’ll flush out $10 pokes around - 


^B . • kl ;h I^BBB^^^jJ 

y ^ onc °* 

Q1 the toughest 

vehicles tn nav BggsBH^BJ 

so you'd better he rS^^B^SBlSS 
wd|--KAJIT J ~ in -L ■; 

demolition if you want to 

|\ keep Angel City from blowing sky high To 
BR maximize your wrecking power, spin out 
BEL , so that you're at least parallel to the 
B^^H v building you're targeting when you 

smack into it Keep the 
momentum rolling, 

too—'While it can V|| 

m > A be your undo- 

iw, ing as Jt spins 

f jJF you out of control, 

/£» jjL it can also advanta- 
WJr S e0US *V help you tear 

J/p down city blocks in a single a 

power skid | 


(§) Drive over the mounds 
^ intheilloywFystc 
boost andpiopnltho 
Backlash through on 
entre building . 


(jj£\ Ram into the gnso- 
w line pump When it 
falls down and goes 
boom, its explosion will 
completely obliterate thn 
service station 


NINTENDO 64 
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(?) S 3 vp the diamond block to plug 
w the hole under Building C If you 
use it elsewhere, you won t be able 
to reach the other blocks 


> From the ledge overlooking A, blast the crate 
> mg the Ramdozer Run over and man its co 
bulldoze the stretch of crates in the carrier's w. 
on the dock by the crane Set the crane's platfom 
:!ock, then doze TNT onto the platform Lower t 
v onto the middle of the bridge blockade, then d 
Ramdozer across the bridge Destroy Buildir 
its hole with the diamond block, then 
v other holes Bridge the carrier's path ■ 
)dr barges, then pork the dozer on 

€ barge and captain it to the Ic 

; \<d y TNT onto the barge, sal 

then plow TNT into 
\ building by the goa 


Don't waste tune with the 
^ Ballista Useitonlyto 
blowup the crates blocking 
the much quick? r Rsmdo zer 


(g) In case you don't blow up 
the entire blockade the 
first time around, load two 
TNT units on the crane so 
you'l have a second chsnce. 


then run to the third bare 
and pilot it Cross the 
bridge, move the second 
barge, then drivp the 
dozer to the first barge 
and sail off for the TNT 


> As ruggec as ;t nry $ * am, the | 

B.aciclas' dump buck is actually ^SPvS[^W 

to drive across the tram tracks that 

divide Diamond Sands in half When you ram one of the 
shelters sitting on top of the tracks, only the half of the 

S railroad will crumble 

other half, venture 
) cross the tracks and 
? other side Continue 
nd forth across the 
3y the line of shelters 
roy the two blue gas 
it entire second she I- 
will explode into 
jblivion To raze 
Building 3, smash 
crates of TNT 


(g) The ho uses at A narrow 
^ your skidding area, hinder 
mg your ability to ram the shel 
tors. To create more spin-out 
space, demolish the houses. 


( jj) Don't bother blowing up 
v - the right side of Building 
B—only the left side of it 
blocks the traintracks 
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BLAST CORPS 


> lf you get that sense o: de .1 vu, ts h. 1 ( • LlKlpSn 

Ob^dian Mile is the s.stcr city of Angel City 
•wir sisij r , n fact Hie. nn:n ditien nee is that 
Obsidian Mile rivals its almost-identical sibling by 

forcing you to wear the Cyclone Suit to save the city from the mother of 
all destruction Quickly tumble up some edifice wrecks by approach¬ 
ing the buildings from their sides and pulverizing them length- 
wise—your momentum should speed you through most or all or 
^2SS k t ^ t building As in Angel City, crush the gas pump to destroy 
* ^ the service station in a single blow 


(A) Daviso your attack by (5) You II keep tumbling 
surveying the danger after rolling through 
zone m Missile View mode a building so efficiently 
(press the lower C Button) plow straight through B 


All aboard’ Pilot the train across the pass and station it at the 
/|Y> ne * r * ^ nvc thG Skyfall dune buggy off the . 

flatbed and down the quicker path, A Right before 1 
you spi'l into the pothole, fire up your turbo boost to A 
rocket your buggy off the cliff Down in the valley, build . / ^ 
up speed and power by driving off the ridges to knock A 
down tne buildings with smashing success Once jk 
Area B is cleared, race down the road to the 
Ramdozer Hop in and now down the rest of r V 

iht danger zone, then scoot the four blocks / A 

into the four holes jM 


From the train, navigate the Skyfal I through Path A on 


your loft f you vie far the other path, you II 
have to work much faster to demolish the buildings 

most punch when 

L |t P oLincesop,ts 

W/Jl Urge's Power- 
fu ly launch the 
jjWHfc I dune huggy into 

buildings uy turbo 
boosting out of 

p? M- «-* the pits 


(?) T o reach the Custom Van, push 
the block in C across the road 
to plug the hole in the tunnel 


GQAU 


$maut 


SIMM# 


START 




f / 
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(g) For quick demolition, swing into your target with 
w th^ Backlash. You c<n spin out only on smooth are^s 
so, whenever possible, try to squeezem adump 
truck donut 


(j£\ Bngmthespm about hn!f 
^ atruck length from your 
targat if you wait too long, 
you'll makelittle impact 


> Thf? Backlash once again rears its dumper 

to demolish a thoroughfare for the nuclear transport If 
you thought the dump truck was unwieldy enough, the 
terrain of Glory Crossing makes maneuvering an even 
tougher task The truck can gam enough speed to spin out 
k only when rt is on a road or smooth surface However, 
most of the danger zone is blanketed in grass If you 
need to whip the vehicle into some off road sliding, 
begin the spin on a su.table surface-momentum 
will keep the Backlash spinning even if its 
|v wheels skid onto the grass 


(j£\ Bngmthespm about hn!f 
^ atruck length from your 
targat if you wait too long, 
you'll makelittle impact 


(B) For quick demolition, swing into your target with 
w the Backlash. You can spin out only on smooth arees, 
so, whenever possible, try to squeezem adump 
truck donut 

^ areas and, soon^ 


.flirtifyoc iVintt vgf>*d . lift ihc thr^v 
new boons ares 4'fh. wd vr threat will 
stUI the Ions* 


Bonus 


t GOLD 2:00 

JgyT, \ U ion air: wr | tiUon's Gate, youlic me iwn 
( 7with an acuta case of, ac-Maufever. To galfafc 

up . win.fiV 41 the hDU$ befou tfwrenegade 
bulldozers intercept you /Is you navigate through the maze, 
the wandering dozers eventually aaite into a herd. The pack 
will breakup, however, if yroir path zigzags too much 


Use your missiles wisely, since the Ballista's power tc ram 

r ‘uildings is week. Thu prime buildings to ram are the 
r*ME \ eemeet topped with the billboard and its neigh- .* 

[ ) ba*->g complexes. Give your cycled ramming power 

w 'li / • boost by speeding over the rats in the patch of 
—^ r-cky ground adjacent to the apartments. 


tLU GOLD 00:80 

Study the map of Ember Hamlet, because Fafchioa 
] Field mirrors Its landscape. From your starting point, 
J fly toward the bottom of the screen to destroy the 
""gas pleitt. Follow the tram tracks to stomp the second 
gas plant, then fly toward the L-sheped buildieg to destroy the 
other plants located ebout the resrdeetfel erea of the town. 
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8 , or%3, tarffxb thpsufmmefl This 
re 1 f^Ier^ joulrtallsts, artp Industry 
rs «tom ar^hd flie world wilt! 
ir p atlanta’tfn Juri^ to c^ckvut 
Ott4t gamS*s for *hV uprnmifig 
on. ^ntendo Power has complied 
thfs exclusive, insider preview of the 
awesome N64 lineup that will debut 
atthe show. Some of these games wer 
Stoop secrettlt«4 V*w» rffArw wvu 

beensn^ntioned to the public 


before Prepart to be amazed 
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and intensity. Super 
Mario 64, Wave 
Race 64, Turok: 
Dinosaur Hunter 
and Mario Kart 64 
stunned the gaming 
world last year. This 
year, expect the 
games to go even 
further with dozens 


RELEASED *£64 

GAMES ’ 

BLAST C0RPS 

CRUIS’N USA 
DARK RIFT 
DOOM 64 
FIFA SOCCER 64 


15 months, and Saturn took 21 months 
to reach only one million units/* 

-Peter Main, Nintendo of America's 
Vice President of Marketing. , 


SUPER MARIO 64 

TUROK: DINOSAUR HUNTER 

WARGODS 

WAVE RACE 64 

WAYNE GRETZKY’S 
' 3-D HOCKEY 


do Power 
Previews 13 Ik MEanta and 
Upcoming N64 Games 


Club '98 and Extreme-G. The developers 
at Asmik captured the power of N for 
THQ's WCW VS. NWO; World Tour, 
while Boss Studios is using the power to 
bring Kemco's Top Gear Rally to life. This 
list could go on and on, from the incred- 
in the following pages, you'll glimpse ible dream shop at DMA Design (Body 
the Power of N in many shapes and forms. Harvest and Space Station: Silicon 

Well look in on the midlands of England Yhlley) to the energetic arcade action 

where Rare Ltd. continues to awe dove!- coming at you from Midway (San 

Opers and gamers with the highest level of Francisco Rush), But the best way to let 
technical excellence. Rare and Nintendo you feel the Power of N is to let you see 


This year's E3 show in Atlanta will prove 
that the past nine months gave gamers just 
a taste of the power of the N64. The new 
games being shown here continue pushing 
the boundaries of interactive entertain- 

_C ±__At_ 


VI UUW VIII 

the growing N64 library featuring the 
highest quality gaming, graphics and fun 
found on any video game system* 

The N64 reached the two million mark 
in iust five months, while PSX took nil of 


unveil a number of exceptional " 
titles this year—tides that are sure 
to be heralded as the new standard 
In die industry. No less magical are 
the games in progress in Japan at 
Nintendo Company Ltd. under the \ 
direction of the most talented and 

prolific game 
. developer of _ 
all, Shigeru Hp 
Miyamoto. 

But Rare and Wm 
Nintendo 
aren't alone. The 
N64 has enough 
power for everyone, 
and developers from 
around the globe are 
discovering that they 
can fake their games to the Power of N in 
innumerable ways. Acclaim's developers 
at iguana Entertainment and Probe 
Entertainment have tapped the power in 
their upcoming titles, NFL Quarterback 


it for yourselves. And that's exactly what 
you'll do when you turn the page. 


“ 


KILLER INSTINCT GOLD 
MARIO KART 64 


MORTAL KOMBAT TRILOGY 

NBA HANGTIME 

PILOTWINGS 64 

STAR WARS: SHADOWS OF 
THE EMPIRE 
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Banjo-Kazooie takes a page from Disney 
in creating a rich, animated world full 

- - — of fun animals and 

great music. 1 The 
jjfefcw biggest differ 


4 and if you want to fly around * 
y tower you use Kazooie. h*** 
W you combine the abilities of bi 
and bear, you get the most versntit 
video game hero/hcrocs ever, But th 
(*ypWd in which the duo (ravels b ev ^ 
ottm- impressive than the innuvativ 
game design. Rich textures, creative ItghT* 
ing, and the use of the N64's powerful 
anti-aliasing, LOD management and 
other features results in an almost cin - 
matic image. Combine this with music 
that changes subtly as you move through 
the world and animated characters who 
seem as alive as any Disney character, 
and you have a remarkable game. 

Banjo-Kazooie is stated for a fall 
release in North Atm* if a and 
. is I'uartinfx to ht .a mon- 
-ier hit on itu* m ale of DKC 


Disney never 
lets you 
into the 


In contrast, Banjo-Ka/ooie 
players control the team of 
Banjo (a bear) and- 

J \ . . .1 | p 

Kazooie (a bird) as they 


world, Each character u 
has specialized func¬ 
tions, so if you want to 
stomp ants you use Banjo 


r 1B97Nmt«if}o ofAmpHcn Inc 5 & (he ’N" logo ei 
trademarks of Nintendo uf America Inc. B&nj&'Kjzouie 
tS97. Nintendo/Rire Gams hy Rere 


Banio-Kozooie 

Publisher 

Nintendo 

Developer 

Rare Ltd. 

Size 

128 Megabits 

Complete 

60% 

Releose 

Fall 1997 
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Conker's Quest is the workin 
one-player game starring a V 
of squirrels that also looks as ** 
an animated film, or perhaps 
so. Conker's Quest will be th* 
published by Ware under ’h 
Nintendo partnership and '( 


there's ats* a lot tn seiknd hear. M u 
the 3-D)5rc as artJSfISt and filled wilt 
bidd en items and chirffctei* For ex on 
pi A in t&rok: Dinosaur Hunter, th 
ar^s were masked with fo 0 so 
tint your Jliine of sight was limited, flut 
in som st» b »s of Gold^nEye, you c m 
see tfie equivalent of mittd. As for 
«#dism, Got enEye goes is 
unb^evable lengths. The animat 
-harl'tters move and behave like «l 
peopJ|. They also have enough in* | 
gtnctxto hunt you through the corri M 


from their bushy is^ls. A release d#lsi 
this incredibly rt-* has bee* A 
for D ember. 


Conker's Quest 


exclusively bv NlnUndOw A? fir |OiJ<» 
kaiooi^, the action in this n*fw 
placs in an open, 3-D world in* Which 1 
anhrils ar_ the h^ro v s and ^fNiipe. 
Cord r nd berry, i ^rl squi 
p about, sotifag puzzles ai 
inpSfi msdjve with well-p! ic 


of holdings or track you through i 
$t*QW of Siberia. The multi-player m I 
and options may be the best fou • 1 
•oy game. GoIdenEyc also makes ©»« 
lent use * 4 • now • •• f le Pale 


Terhap tht. mos foiazing 6 am 
I* P ire Ijtoros out -fe $te one you'vf 
b bofor *git not lib this. GoldenBjj 

underlie $i 0 rtiffti(ht development _ 

it wa last praffc\v*d Tn Nintofrdr t 

v — -Power The 

©am ow - 

-* . wSL -fjl » hew 

standard for 
rraH first-person i 

ac ** on games 

jfl 1 5^1| both in ^nme f 

I play and prfc* jj 

~ " * v sen' tion. Jh 

to lor ^er jus* a shooter -In th rijlift 
nissioois, Bond has a long list of 
K objectives to meet. Instead of "tPh 
f % blasting ever)thing in sight, you**" J 
\ " sneak through certain areas, down 
1 ad »wnputer secrets, find hhplti 
■ dock doors, save* innoceiu 
A e, drive a tank and use cool gardfK^ 
m Q Branch. So there's a lot to to. * 


Golden Eye 007 


§oMivtte^aridJar^aO^(W7 ^ 1997Nffn«itliilRM<^nM»byRan* 1W2. IMfe 
Dar^aanca< U AC. Ai Rights Ftnsarwd Ltrl&Mac B.lnc. 

JanwsBood Theme by Monty Nomwa Usedtv* J Wnfe^ofB/n Gala Inc. 



















the story or 
events that 
take place 


Zeld« 64 follows in the footsteps of the 
grcar** •* ’ venture series of games ever 
con i The Legend of Zelda and 
Zelda % The Adventure of Link for the 
NES ’4 m gamers open worlds filled 


game will come alive in dialogue and 
3-D animation. Zelda 64, at 128 
megabits, should be the undisputed 
heavyweight when it is released early 
next year in North America. 


the Super NES and The Legend of 
Zelda: Link's Awakening for Game Boy, 
Mr. Miyamoto made the worlds even 
: ^^ r - —■ -■ - richer while 

# *4 preserving 
essential elc- 
f iflBl' ments of the 


direct com- 

£— - bat and 

manipulation of the environment. Now, 
in Zelda 64, it is the interactive element 
that reaches new levels. Players will 
move about in 3-D space with Link as 
he explores the dungeons, towns and 
wilderness areas of the game. 
Extraordinary graphics effects are mak¬ 
ing Zelda 64 one of the most beautiful 
games ever created, as you can see 
in these screens. What you can't see 
Is the "fnvnersive \ feel that 


with mystery and danger. They were 
fret* to explore large worlds and inter¬ 
act directly with good guys, bad guys, 
magical beings and puzzles. In The 
Legend of Zelda; A Link to the Past for 


Zelda 64 ' 

Publisher 

Nintendo 

Developer 

EAD/Nintendo 

Size 

128 Megabits 

Completion 

50%-70% 

Release 

Early 1998 
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« Voshi’s Island 64 
• Star Fox 64ESSV 
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STAR FOX 64 




The best news of all from 
Shigeru Miyamoto's 
Magical toy box is the 
arrival of Star Fox 64. 
With the direct feedback experience 
of the Rumble Pak, and character 
speech throughout the game, Star Fox 
64 takes immersive gaming to a new 
level. In a recent interview with 
Nintendo Power, Mr. Miyamoto told 
us that Star Fox 64 is a game for play¬ 
ers of every type: male, female, young 
and old. "It is balanced so that play¬ 
ers of any skill level can play 

the game in 
their own way. 

‘ But you need 

good motor 
skills to 
all the medals 
W or finish the 
\ A *k expert mode." 

f fl I he dogfight* 

I ing in Star Fox 
64 may take 
place at blinding 
speeds, but 
the con* 



OOO ooo 






Star Fox <54 ' 

Publisher 

Nintendo 

Developer 

EAD/Nintendo 

Size 

96 Megabits 

Completion 

100% 

Release 

June 30th 



so intuitive and smooth that players 
slip on the role of ace pilots.as easily 
as they might slip oft a banana*peel— 
and it's much less painful. The decep¬ 
tively simple Rumble.Pak adds yet 
another dimension of reality to the 
V already packed Star Fox 64. 
v . You feel every enemy shot 
* rock the controlled in 

71 your hands, like a 
* flight stick that jerks 
when a plane is 
slammed by a missile. 
It adds to the sense of 
surprise and anticipa¬ 
tion. Once • you've 
played Star Fox 64 
wifh the Rumbie Pak, 
you won't want to fly 
without it. 


YOSHI’S ISLAND 64 


Other contenders for the title may also 
come from the Miyamoto.trust at 
v Nintendo's EAD development group. 
Yoshi's Island 64 is forging a new path 
for 2-D action games, utilizing the 
power of the N64 to create 
stunning' back¬ 
grounds and 
sprites in a com¬ 
plex platform 
adventure. The 
game is based 
on the hit Super 
•NES title f^om 
two years ago, 
but it goes much 
further" In its j| 
goal of present- L, 
rich, arlis- I 

Jj 

gaming world. 

In Yoshi's Island, 
both game de¬ 
signers and game artists leave their mark 
on the canvas. Mr. Miyamoto says that 
the game will try to make^new, creative 
uses of the \64 Controller as well. 


«1 
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Yoshi's Island 


Publisher 

Developer 

Size 

Complete 

Release 



Nintendo 
EAD/Nmtendo 
96 Megabits 
50%-70% 
Fall 1997 


VOLUME 98 











































Publisher Nintendo 
Developer Emx 
Size 96 Megabits 

Completion 100% 
Release October 1997 




Nintendo of Amerlce hes searched the globe for 
quality games to add to the N64 library. This fail, 
three of those games wfii make their debuts In 
North America; Mischief Makers from Enix in Japan, 
Tetrisphere from H20 in Canada and Body Harvest 
from DMA Design In Scotland, which lust proves that 
the power of N is a worldwide phenomen-N. 


the scientist who created her, stars in 
this side-scrolling title. Through five, 
12-stage worlds, Marina practices an 
unusual method of combat as she 
attempts to grab and shake her oppo¬ 
nents into submission. As for the story, 
apparently, the Emperor of Nendoro has 
raised an evil army that stands in 
Marina's way. As you might expect from 
an Enix game. Mischief Makers has an 
involving plot with lots of characters to 
talk to, even though this is an action 
title, not an RPG. Other adventure ele¬ 
ments include item shops, hospitals, 
villages and puzzle-solving. Mischief 
Makers is a true hybrid, mixing 
action and adventure elements with 
rich ACM graphics. 


MISCHIEF MAKERS 


Mischief Makers was released recently 
in Japan by Enix under the name Go, Go 
Troublemakers. Under a new name in 
North America, and with translated 
screen text. Mischief Makers becomes 
the first prerendered, 2-D action game 
for the N64. Some people are calling it 
a 2i/2-D game like Yoshi's Island 64 
since the backgrounds and sprites were 
originally rendered in 3-D. No matter 
how many Ds there are, the game is full 
of action. Marina, a robot in search of 




Mischief Makers 



























Publisher Nintendo 
Developer H20 
Size 64 Megabits 

Completion 100% 
Release Summer 1997 


mischief Makers 

Tetrisphere > 

■ ^ x •. 

Body Harvest 


BODY HARVEST 


Bodv Harvest from DMA Design piv- 

gmne, you must go backward in time 
to counter an invasion of alien insec- 

toid creatures who are wiping out I 4. jfc 

Mod devouring) humanity in your 
own time. When you do so, you tmd 
aliens swarming over the landscape, 

so it's up to you to do what you do treacherous landscapes. The six lev- 
with bugs, which is swat them. At els are broken into four stages each, 
your disposal are more than 90 vchi- and each level corresponds to a dif- 
des, some •petiaMy designed for ferent place and period in time. For 

example, your first bug hunt 
ttU> 

^ TM iqn>. The ambitious project 
|*w I has lione from an early action 


The long-awaited Tetrisphere is finally 
on its way, and the wait was worth it. 
The first action-puzzle game for the 
N64 makes use of the 3-D capabilities of 
the system both for the graphics and 
game design. At the heart of Tetrisphere 
is a sphere composed of different 
pieces shaped like Tetris blocks. By 
dropping similarly shaped blocks on 
pairs or larger groupings of adjacent 
blocks on the sphere below, you knock 
off blocks to reveal what's in the center 
of the sphere. When you get to the cen¬ 
ter, you win. The six modes of play 
include Rescue, VS. ( (a two-player 
mode). Time Trial, Hide-and-Seek, 
Puzzle and V5. CPU. The play is capti¬ 
vating, which should come as no sur¬ 
prise since Alexei Pajitnov, the creator 
of Tetris, consulted on this game during 

its development, p- , 

Tetrisphere also 

features a techno L TKv ; 

soundtrack and a l 

useful training 1 JJg 

mode for learning 

the intricacies of * n * 

this unique puzzler. 


Tetrisphere 


Body Harvest 1 

Publisher 

Nintendo 

Dev aloper 

DMA 

Size 

Undisclosed 

Completion 

50% -60% 

Release 

Fall 1997 











































I ll'mil ill Mi 1 mu fcHI'fl 

Publisher Nintendo 

Developer Angel Studios 

Size 96 Megabils 

Complete 80% 

Release September 19 97 


Gamers anxious to play their favorite sports on 
their favorite video game system will aoon have 
more options than ever before. N64 aports games 
have been slow In coming, but their quality has been 
exceptional. Wayne Gretzky’s 3-D Hockey, FIFA 
Soccer 64 and International Superstar Soccer 64 
fa.k.a. J League Perfect Striker In Japan) have raised 
the bar for sports simulations on video gamea. with 
Nintendo’s MLB Featuring Ken Griffey Jr., ISS 64 and; 
NFL Quarterback Club *98 from Acclaim, the bar ■ 
goes even hlgher.»and the names aeem to get even 
longer. Whether you consider pro wrestling a aport 
(or juat entertainment), there’s no doubt that THQ’s 
WCW VS. NWO; World Tour will be a winner, as well. 
So strap On your Virtual cleats.and head for the';?;, 
field. It’s game time: . 


v tbe-development' i ■ 0 r » __ •. - 

team > included ' 
experts from ' ; 

<$ngeir ^Nintendo, - JWip* 

and Majpr tedS"® V % 

Baseball,' not to 1 
mention Ken : himself. The- resultmg 
baseball experience combines realism 
with fun. Reality, apart frohj the 35,000 
frames of incredible animation, comes 
from MLB and MLUPA licenses. You .get 
real teams, real players, even real starfe- 

urns modeled in 3 r -t>. For fun, you get 

— 1 - r .. rV. ,—| 

Major League Baseball 
Featuring Ken Griffey Jr. 












Publisher Acclaim 


Publisher 


Asmik (Japan) 
96 Megabits 
60% 

Oct/Nov 1997 


Developer 

Size 

Completion 

Release 


Developer 

Size 

Completion 

Release 


Iguana Entertainment 

96 Megabits 
50% 

November 1997 


Major League Baseball * WCW VS. NWO: World Tour 
Featuring Ken Griffey Jr. 

iuwv - r " .*. 

NFL Quarterback Club f 98 


International 
Superstar Soccer 64 


.NlFt'jQu-iRerb^dcCliifi '9o is th* stunning SOCCER 64 

cr«ti&n~fof, Jgiwna fcfecrtwnwrt, 'ftfi 8 

T)if*5k dinosaur tftmf*;* t h ^ otheffoo tbaft, yjhidr we stilf sfub- 
Fvtut at $fc 2 ge,‘t$B Clab looks, faornlv call 'soccer here in tbeJ/.S., is 

amazingly realistic* both m the level of Matured in Kiinami'i International 
detail and. foe Quality of-jfe Animation. L--. WT 1 Superst a r 
-- 1 When you com I - f?r ^ I Soccer 64. 

^d»ii|V|f 6 cattfe fojur players irt on in ter national soccer 

’^ar^g- Tlfe iigbd^syfifv 

J^M^4 4 . ( J^ yi%g^thottosL tbccmfeed .by^Jay apftpuocer 

football calf&tiWfotfts^ as it liv^ 

game, ever mtide. K aftiimii^v wfeiclj fiftffctty, rema&afcfe 

y j for a video game for a yidto gajrtit*. Even more impr^V, 

• s V i ' tc,n .* ma > ^ivu is foe At of foe computer con- 

ofiftithyj. je» put^^dOT/p|t 
vfay -you fofok about smarts games. moves and gj 
induced a foH fckimof liceris- fteegs/ Du<* B 

es> as well, fodlufirt^the.^ NFEPA ,^r t «foase fo S 

wlft tfw Npfc^ Qt^rterb|^;Cliib. Jul^lSS^I &■ •a-- 
compedikm. Brvtt FayrL* of foe Padfors the “ulfmvatc ” 
writtbeftatured aciwr- kick 

a^r anias a dii»igner 0 / custom plays. 


Calling pro visional wiistlin., a sport m iy 
be a stretch, but the action and mtrr tion 
in WCW VS. NWO: World Tour in ikesfbr 
pure, multi-player fun. In J ip m, this& une 
will be released as Ultra Battle Royal by 
Asmik, but here in North America, THQ 
has added the WCW/NWO license and 


fcenilf 


Included dozens of the .most popular 
jvrestiers on the circuit In all, there will 
be Bd Or mure wrestlers, each with more 
tbatiten speefal moves; The action inside 
arid outside of the ring is fast, furious and 
fun: Some of the moves are su spectacular 
(not to mention, ridiculous) that they will 
never be matched in foe live ring. That 
lack of reality just adds $0 the appeal of 
WCW VS. NWO, since the name of the 
game VS spectacle. 


NFL Quarterback Club 


WCW VS. NWO? World Tout 


International Superstar 
Soccer 64- 

Publisher 

Konami 

Developer 

Konami 

Size 

64 Megabits 

Completion 

100% 

Release 

July 1997 








































Adventures 


chantin 


Although gamers around the world are dying to 
get their hands on Zelda 64, plenty of other adven 
lures and RPGs are on the way for the N64 from 
Nintendo and other publishers. Currently, it looks 
as if 1998 will be the windfall year for epic gdMes, 
but the flood may begin earlier depending on the 
speed of development. ^ 


We don't have* a “great deal 
information on anyoftbese games yd, 
but wo have seen screen shots of them 
all, which reveals a lot. fcacthBound64 
from Nintendo is presently scheduled 
to be the first game for the NiMendo 
64 Disk Drive Aow that Zylda.“Will, 
appear in Game Pale form feefbreoeir^ 
released as an expanded Nintendo^ 
Disk Drive version^ tven, thongli thc 

&m6 ffowihlm 


siim: 

serve mi if&rf 

itfifc unys^l ^ic title. Already we>ha* • 

lane ofTaimtlfabdagrcat^Mlf^that 

metOharack-K sacKas^yukW, ' I 
vjte vyaitde^ jo thejwyyds* and 
Duster, who ]lm all day. li ke 
the original fan HBourfo for the ^ 
Syper \ NfS, tartbBobnd^^ 
departs from ‘the fanlasy-irad^ *. ^ 
tfon of most RPtls’aod fotfoducesjpMyv 
prk to, a ytrayg? apd often h^norbus , ‘<3 
worlds VVitti Shigero; Miyywio|a direct- 

I A b I 4t K-l T * \ 4 « i wk J *rm ' ilkt h . ^ » 


Earth Bound 64 

Publisher 

Nintendo 

Developer 

EAD/Nintendo 

Size 

512 Megabits 

Completion 

40% 

Release 

1998 























K'onami's Legend of the Mystical Ninja - Konamr's second adventure title, 
(which is nqt a final name)is called Dracula 3-D, harkens back to 
itH Coemon 5 f in the .Castlevania series, but vampire 

*^flpH^itapan. The game bunting itt 3-0 will be a much greater 

? ehklteng^ ^ -— 

^featuring action Aftfri t sidersc wiling^ u*§j| 

ggproBfe gaaSSBi f^HW, Jipja* Ztt^,and^p®iii<ecjrf;; jnBBju | 

■ JN t J -«j.-*f"0 vreRisjce^^ith’ f^ll ( / 

fr^ab^ WjM sfeg^fhS^lt ^ ^ronl^en^ 'fjOKrf 
a^neaf ^gr^pff^%te-se{peuce iFjMe' ii^w(gent»rabon^ 


As for THQ's Quest 64, which, may 
well receive a new name very soon, 
almost nothing Is known of the 
story. Power has previewed a 

very early walkabout 
B fgniU Sll* version in which we 
mMtin hiked through a mourn- 
jjpEfoS tain village, met a few 
^mA villagers, then contin- 

bed up into the hills. 
rA ; /J25M It was obvious from 


that I the development 
team, at Imagtpeer in 
lapah has a good eye 
for detail and a sound 
understanding of the 
'hardware^ ' (Other 
imagin eer ga mes 
AftRC and 
L ^ “X 0 Baseball 

have looked - equally 
wre ):l grafted . > 

[ T Quest 64 should ap- 


so^ x^^3ssm in? 

shootingtight* < redlirt 6f aqv 
in& Since you have - the .first seret 
.te ^attte enemies 3^0 Ate^asi 


jwese themes, but 


ganfe stwff ItbdfritQ 
gainer will bave trouble 
l under^andinj? 1 ^ 


Quest 64 1 

Publisher 

Konami 

Developer 

Konami 

Size 

Undisclosed 

Completion 

50%- 70% 

Release 

Early 1998 


Goemon 5 

Publisher 

Konami 

Developer 

Konami 

Size 

Undisclosed 

Completion 

50%- 70% 

Release 

Winter 1998 


.-1—^ J..1 ..---fa—i; -s; , - F-.„r i 

Dracula 3-D 

Publisher 

Konami 

Developer 

Konami 

Size 

Undisclosed 

Completion 

40% 

Release 

Winter 1998 































































durance 


Speed demons of the world no longer need to go to the 
race track for their motor sports. Seven racers are in 
the works for release by the end of the year or early In 
1998. We’ve taken them all for a spin, except for F-Zero, 
which will appear at E3 only as a demonstration video. 
Of the other racers, each has its own strength. 


Bet you never thought that your N64 
would put you in the driver's scat of a 
Lamborghini Diablo. But Lamborghini 
64 from Titus does just that, pushing the 
polygons for a realistic looking road 
racer featuring some of the coolest cars 
in the known universe including 
Lamborghinis, Ferraris and Porsches. 
With an arcade mode, tournament 
mode, time trial mode and VS. mode, 
players will have lots of ways to drive 


I0BMKH 


arcade releases. In the case of Rush 


expect Incredibly high speeds, branch 


Ing courses, crash damage, realistic 


graphics and 


sound, and at 


least twice as 


many tracks as 


are 


arcade game 


Now that's a 


rush. 


Lambarahini <54 


San Francisco Rush 


Publisher 

Developer 

Size 

Completion 

Release 


Titus 

Titus 

64 Megabits 
50% 

September 1997 


Publisher 

Developer 

Size 

Completion 

Release 


Midway 
Atan Games 
64 Megabits 
60% 

November 1997 


Too Gear Rail 


Publisher 

Developer 

Size 

Completion 

Release 


Kemco 

Boss Game Studio 
64 Megabits 
70% 

September 1997 


SAN FRANCISCO 
RUSH 

San Francisco Rush will be familiar to 
arcade players who have made it one 
of the top quarter munchers of the 
year. Midway's Atari Games develop¬ 
ment group (which created Gretzky's 
3-D Hockey for the N64) excels at 


making N64 versions of their top 


TOP GEAR RALLY 

Top Gear Rally from Kemco Is the 
dream game for racing tans who want 
reality in whopping doses. An exacting 
physics model makes die cars in Rally 
more realistic than anything eke on the 
virtual road. One lap on these challeng¬ 
ing courses takes as long as three min¬ 
utes to complete, so a race of three laps 
will keep you glued to the tube for 
about ten minutes. That's a lot of con¬ 
centration, but the reward is great, too. 
As for the graphics. Boss Games Studio 
has created some of the most realistic 
cars and road environments ever, rival¬ 
ing the high-powered arcade machines. 
Race fanatics will eat this one for break¬ 
fast, lunch and dinner, not to mention 
constant snacking We expect the racing 
for one or two players to begin 
in September. 


these dream cars. The four courses in 
Lamborghini feature a wide range of 
driving conditions and challenges for 
both arcade and simulation drivers. This 
will be the game for players who dream 
of the good life. 




















































Extreme-G 
F-1 Pole Position 


F-1 POLE POSITION 


BB3S 


MRC 

San Francisco Rush 
Top Gear Rally 


The big daddy of racing is formula 1, 
and the sleek F-1 cars are designed with 
only one goal: to cross the finish line 
first F-1 Pole Position sets you down 
■liUyuunu lllLUUVU’t^U behind the 

WV1 FI wheel of a hot, 
§3Formula 1 


§*££ of 16 interna- 

V:7,i tional courses. 

^.. ^ Ubi hopes 

to include a 

licence for 

■ races ' drims 

and teams. 

i|| - Iw The deveIo p- 

in Japan emphasized realistic handling 
utilizing the N64 Control Stick to give 
players the feel of the road. Final 
tweaking of the game's graphics is 
going on now. We expect a fast, realis¬ 
tic sim when F-1 is ready for the green 
light this fall. 

F-1 Pole Position I 


racer on one 


Publisher 

De>«lop«sr 

Size 

Completion 

Release 


Ubi Soft 

Human_ 

64 Megabits 
80% 

October 1997 


MRC 

Multi Racing Championship, also known 
as MRC, was picked up by Ocean of 
America from Imagineer in Japan. This 
rally racer features nicely varied courses 

. . .^. ■ * I with chang- 

9,h rtW ng condi- 

; *n i ipfSI tions. It's not 

, "" just the road 

HjS -"TT* changes, but 

‘ .. — time of day. 


Extreme-G 


lighting and weather conditions, as well. 
MRC also scores points for having 
branching courses and two-player 
options. In addition to that, it looks like 
MRC will also support the Rumble Pak to 
give you an even more realistic driving 
experience. The experience is pretty 
great even without the Rumbler. Tight 
steering that's easy to master makes 
MRC one of the most playable racers in 
the N64 lineup. 


MuM Racing Championship 

Publisher 

Ocean 

Developer 

imagineer 

Size 

96 Megabits 

Completion 

100% 

Release 

August 1997 


1 EXTREME-G 1 


Extreme-G from Acdaim may be one of the 
hits of the season when it is released this 
fall. This futuristic motorcycle racer has 
you careening through sci-fi settings while 
blasting your opponents with lasers. The 
courses contain jumps, twists, branches 


Publisher 

Developer 

Size 

Completion 

Release 


Acclaim 

Probe Entertainment 
96 Megabits 
50% 

October 1997 


and bad guys who shoot back. The graph¬ 
ics look good and the speed is very high. 
The development group at Probe 
Entertainment has grasped the horns of the 
N64 and dearly knows how to control the 
beast. The track settings range from a futur¬ 
istic city and space port to subterranean 
mines. We can hardly wait to see this game 
with all of the bells and whistles in place. 

F-ZERO 64 

^ m ^ ^ - m 

Finally, F-Zero from Nintendo has a lot 
to live up to. The Super NES F-Zero set 
the standard for speed and challenge in 
16-bit racing. F-Zero 64 may well do the 
same thing for the N64. Mr. Miyamoto 
is very excited about this one and talks 
about a year-end release for the game in 
Japan, which suggests that North 
America will see F-Zero in early '9U. All 
in all, it's bound to be a very fast year as 
the N64 claims the crown for speed. 


F-Zero 

Publisher 

Nintendo 

Developer 

EAD 

Size 

Undisclosed 

Completion 

3Q%-40% 

Release 

Winter 1998 
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Future Look 


credible 


Even more N64 games will appear at^E3, some on 
the show floor while others are screened behind the 
scenes.On these finel pages, we’ll take a look at 
manypCthe gemes thet should be in Atlente In one 
form or another. All of these games should also be 
released within the next nine to twelve months, 
assuming that development continues smoothly... 
end that can be a big If. We’ll give youour best, Insid¬ 
er"reed oh them all—end possible E3 surprises. 


Mission: 

Impossible 


Midway's prolific lineup will conlinue^o^, * 
grow with Kobotron 64 In August and a 
whole slew of games in November and 
Decemb^)i>jwmt? ofwtyichniay slide into 
the new year. Our lookpfcah early version 


Cirak, ij^i^Mupment 4n Fyw cW r doe^ 
not. ^penLto be a foil prforit^LSG don't- 
expfc|4 anything, until nijjt year. Ocean 
may, havfe a |t^v othe£ Airpfe cs up^ite 
sleeve thjjLir^afcfcjgVg tfd a rfTWi JM 

suddenly^gamP 
Ifisalso 
program 


* ' * 

Although Acclaift probably won't shoy 

anything beyond QB Club hrfd Exlkirfe- expect ftjby 

n " _j 

m 6^52^3? 8 th S&-x» dfobotecht - 
undisclosed Acclaim CryStaLJJPWm 

games. Otec+T next ' V 

month's && Watch. 

Konami's |$i£ push at * 

the sho vywW e j be to ^ 

introduceJnt^rnabonal ij 

Superstar^ Soccer 64, 
which wilP n launch y* V* 

( shortly thereafter, but they will also show r press and 1 
Lt5|enU of the MySficJf N inja/GoC^notvS oh th?fl<S; 

anc] probably a video tap*?of Draco la^0- 
D. Ws also fwssif^ that an firiHisdoskil, 
liccnsed^tiftenttMlI be announced at the 
show. Konarrii may also talk more about 
its 1998 lineup, which already includes 
NBA In The; Zone *98 and Battle Dancers. 

Mission: Impossible from Ocean will 
have two to three playable stages ready 
by E3, That indicates that the game's 
mechanics and at lias! some of its com- 
plex Al are ready to roil. Chances are this 
much-anticipated title is rounding the 
bend, but it Won't be finished for another 


H serious 

Don't fi’ 

ft's much more likely 

llplfiaFWfieSr r!Jjp 

and Jc^pard|yJ;\y|Jbbc^t 
Robot* i h to thc ^forlsLy y 
% the way'’we'yeiaJ*en 
a look at anydpf' ver- 
- sioir -*if Tmd 

foundft^uite.-playable. 
Ipm^lay will show 
^ f$yfig hter 63 ft ler the __ _ 
$$* at 5^ but itMwn't 
r. they wartttoimke eft>ryan£ * 

I.'As fdr lhe game/H's On the t 
erge of completion. The most recenCve^* * 




















in early 1998, Even though this demo shot 
wasttakeri off the higli-end * [ f the poly- 
gofL couni qfihe boarder is * • <Hstic for 
■ tee Vith tfi N64, and 

Jj > * ^ «i » ' T 

we'veseen wnr marvels 


begmnfr& 


•{Bui ie L ofigis 


30/08/21 


m> rghini, going 
ntfr hini Diablo 


**do's Bugie 
•irection and 


and an dp &r Mamftsque g^me design, 
this is one worth watching. Hudson Soft 
will, rubabl- show off Si* *• Bomberman 


























Rattier tfian destroying major cities and causing 
general chaos, Pocket Monsters are stirring up a 
fronzy among -Japanese gamers. The secret to the 
monsters’ phenomenal success is a cleuer min of 
collectibility and game play. 


\ Pocket Monsters began its life as a 
f m °dest-selling RPG by Nintendo 

for the Game Boy, but after it rf 
was featured in its own com:c 
series, it quickly morphed into a huge pop 
phenom Now the Poke-Mon (pronounced 
"poh-kay mon," short for Pocket Monsters) 
phenomenon m Japan must be seen to be 
believed Poke-Mon players can purchase fig¬ 
ures, stamps, puzzles, trading cards, plush 
dolls, keychains, collectible card and dice 
games and even snack foods featuring crea¬ 
tures from the game While ail the hype cer¬ 
tainly has a lot to do with the game's success, 
many industry watchers believe that it is the 
central theme of the game itself- collecting 


*1 


f.rff If 


Pocket Monsters follows 
the adventures of a young 
monster hunter as he tries 
to capture 150 different mon¬ 
sters for his collection. 




No matter it you're 9 or 90, no matter it it's toys or fine ceramics, collecting 

is big fun and big business in Japan Pocket Monsters tapped 

into this vein by making collecting a large 
yS part of the game play Besides the usual 
Sl 9 task of saving the world from wou!d-bt 
S* conquerors, players can find, capture and 

■ combat train 150 monsters during their 

■ adventures Nintendo even produced two 

■ versions of the game, Pocket Monsters Red 
I and Pocket Monsters Green Both featured 
[ the same game and the same monsters, but 

the creatures lh.it were common in one ver¬ 
sion might have been rare in the other, making 
for very different play experiences. 


2**H 


After Red and Graen came a 
third version, Blua Total 
sales have topped 3 5 mil¬ 
lion units 1 


POCK ETYMON STEPS INVADE 
JAPANESE GAME MARKET! 


GAME ROT 


©1995,1998 NINTENDO/CREATURES/GAMEFREAK 
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THE 




You begin the game with one monster, given to you 
by your mentor, Professor Okido, who just happens to 
be the world's foremost authority on Pocket Monsters. 








DOm 



Along with your "starter" creature, any monsters you capture 
are recorded in your Picture Book, which lists the monsters' names, 
species, natural habitats, abilities and so on As your monsters grow 
and take on new characteristics, their pictures and stats also change 
Taking the collecting aspect even further, players are able to trade 
monsters between two Paks using the Game Link cable If your friend 
has found, say, a Chrysalis monster that you need, and you've found 
a Fairy monster that he needs, you can link your Game Boys togeth¬ 
er and swap creatures In fact, some traded monsters develop much 
more quickly than monsters you capture on your own, encouraging 
player to trade as much as possible If two Game Paks are linked, a 
Game Link Cub appears next to the other shops m the game Players 
can then enter the club, sit down and hammer out a deal Of course, 
you do have a chance to look over a monster's stats before you sign 
on the dotted line 


i 


GAME LINK 


RIVAL 


The Game Link Club appears 
only when you're connect 
ed to another Game Boy 
with another Pocket 
Monsters Pak 


>vy 



You can haggle as much as 
you like, aril you can't be 
forced into accepting a 
bad deal 




the 





f 





5 A* L ******** 


□ 











t 


•Sun 


415 


WAR 


Your main weapons m your fight against evil are, of course, your mon¬ 
sters, but they must b*= trained properly to face the challenges before 
them. As in most RPGs, your Pocket Monsters gain experience points 
and learn new skills through combat Besides battling random mon¬ 
sters you encounter in your own 
game, you can also challenge another 
player's monsters through the Game 
Link You can have up to six monsters 
In your active party, and they enter a 
match one at a time If one monster is 
defeated, the next one in fine takes 
over If you capture a new monster as 
the result of a battle, but your party is 
already full, the new monster will 
be automatically recorded in your 
Picture Book and placed in your 
creature reserves 





102 / 102 : 



Some types of monsters are natur¬ 
al eremies Players must account 
for specific advantages and weak¬ 
nesses when choosing monsters 
for a battle 


p OKE-MON=POCK,E" r MONSTERS 
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Professor Okido 
shows you three 
Poke Mon speci¬ 
mens You choose 
your frst monster 
from among thm 


Young monsters are noth'ng 
special at first but as tine 
goes on, they cm learn dif¬ 
ferent attacks and gain the 
ability to use items and heal 
ing potions durng combat 


Zm K*r?~z 


Professor Okido 
shows you three 
Poke Mon speci¬ 
mens You choose 
your frst monster 
from among thm 


Young monsters are noth'ng 
special at first, but as tine 
goes on, they cm learn dif¬ 
ferent attacks and gain the 
ability to use items and heal 
ing potions durng combat 


Zm 


Once a monster is in your care, you must tram and guide it carefully as it grows and 
gams experience Besides developing monsters for use in the game itself, many players 
groom their monsters to make them attractive to potential traders What is a common 
monster for one player may be the find of the century for another 


Unlike the characters you find in most RPGs, Pocket Monster* don't change automatically 
once they've collected enough experience points to move to the next level in their devel¬ 
opment You choose when they change, and as they mature, you 
must decide what kinds of skills and abilities they will have 
Because a creature's development is not set in stone, your Koratta (Mouse) 
monster, for example, may turn out quite differently from another player's 


When it matures into an 
adult, your monster will 
stop learning, but it will 
still be able to increase 
the power of its attacks 


X » k WJjile many players have focused 
solely on capturing, cataloguing and 
/ training monsters, there is still a 

central plot in this game for them 
to deal with, if they wish As the 
hero, your ambition is to become the greatest 
Poke Mon hunter/trainer the world has ever 
seen The trouble is you're constantly being 
interrupted by the evil doings of the 
notorious Rocket Society, an infamous 
league of mad scientists, would be dic¬ 
tators and generally nasty types bent on 
conquering the world It's your job to 
gather up a force of Pocket Monsters to 
battle the Rocket Society and put an 
end to their nefarious schemes 


Q NINTENDO POWER 


Your battles with the Rocket Society take you all 
across the countryside; giving you a chance to recruit 
many different kinds of monsters 







































































Tv^kI. ) Ifthe Rocket Society weren't enough, 

• y° u11 a ^ so challenge or be chal- 

l en 8 ec * W e| ght other monster 
W L-tt Z* hunters, your rivals for the title of 

World's Greatest Poke-Mon Trainer 
Each trainer breeds and trains specific types of creatures, 
arid you won't be able to complete your Picture Book 
without battling them and their monstrous charges Once 
a trainer is defeated, you'll earn a badge to place in your 
Picture Book These badges will increase your monsters' 
offensive and defensive ratings by a substantial margin 


POCKET MOMSTR1S 
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Pocket Monster fever shows no sign of breaking, indeed, it seems to be heating up 

1 few degrees more More Poke-Mon merchandise: is being released every 
day, and a new animated show is drawing 10% of the TV audience during 
its time slot a respectable number for any show, much Jess one based on a 

video game Having sold over 3 5 million Pocket Monsters 
Game Paks to date (the mail-order-only Blue version sold 
610,000 units alone*), it's no surprise that Nintendo is planning 
to release Gold and Silver versions of Pocket Monsters 2 ir japan 
this Tall So amidst all this hoopla, are their plans for Pocket 
Monsters to invade these shores? You bet * 1 Pocket Monsters 64 
has been announced 
for this market, and whiic 
there has been no 
word yet on english 
versions of the Game 
Boy games, we'll all 
have a chance to 
catch monster fever 
soon enough i 


























































































THE STORY SO FnR: A defective nuclear carrier c ir„cne across the 
country, leaking r dlation. The only hope of avoiding setting off . 
catastrophic explosion rests with Bloat Corps, an elite team of 
high-tech demolition experts. Even with the most unique vehicles 
and technology available, can Blast Corps succeed in guiding the 
run iw ;y carrier to a safe detonation site In time? 
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CHALLENGE #1 


S£ST RECORDS 
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K 4 r* 0 t’ 5 t~f? yOSMf 
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CHALLENGE #2 


RANK LEVEL RIDER 


CHALLENGE #3 


Stfix pdnr; 

YOU flRf ORUlQtfTl.y 
QiiiTf wiurp* 

GOOD HOOT IRQ'. 


THE SECRETS OF TIME TRAVEL AND KOOPA THE QUICK 


When we introduced the challenge for the fastest times against Koopa the Quick in Volume 93, a 
handful of resourceful players found a way to beat this speedy turtle without using a second on the 
dock The trick is to grab the Wing Cap, leap over Koopa the Quick without talking to him, and fly 
into the cannon on the ground Shoot for the cannon in the sky and land without touching anything 
but the cannon Now shoot to the flagpole on top of the mountain, gnb the flag Give it a tryl The fol¬ 
lowing enijugfc uu beat Koopa in nothing flot ^ Bj" I ML 

Billy Kirniersley 


Tom Batchelor Kiester, MN 
Bennet Beach Las Vegas, NV 
Joey Bcrnardi Palatine, IL 
Jonathan Bernies Montmagny, QC 

Greg Caton Marathon, FL 
Whan Choi North Andover, MA 

Brandon Horton Collinsville, VA 
Brian Kendall Evanston, IL 
Luke Kessler Lake Shore, CA 


Ken Lopez 
John MacKcnzic 
Moises Munoz 
Bill Nlessen 
Zach Kuhe 
Arash Shcrbuf 
Greg Striemcr 
David Wonn 


(Lawrence, KS"' 
Santa Barbara, CA 
Rollingstonc, MN 
Santa Barbara, CA 
Vancouver, BC 
Henderson, NE 
Cupertino, CA 
Lake Park, MN 
Gahanna, OH 
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-tfcky Wfflbn R> 
Danid Yovino 
Aniello Zampdki 


feor ;etoWn, K\ 
Land O'Lakes, H 
ayonn«, NJ 


* -rklpy Almarod 

Hopew dl, VA 

Daniel Zuck 

Lewiston, ID 


/osh Anderson 

Detriot Lakes, MN 




Selh Barrister 

Carlsbad, NM 

WAVE RACE 64 


Gregory Bonhommc 

Tampa, FL 

Best Times for three laps around Southern 

Scott Bowers 

Easton, MA 

Island (Volume 94) 


Zach lioyt 

Coraopolis, PA 

Tommy Yoder 

Ridgeley, WV 

1 *.14.189 

Will Cahn 

Woodmerc, NY 

D Delgadillo 

Tulare, CA 

1:21.010 

Michael Camarata 

Grand Prairie, TX 

M. Ashworth 

Nashville, TN 

121 050 

Jonathan Carrcau 

Modesto, CA 

A Wollschlager 

Fort Lauderdale FL 

121.650 

Michael dark 

Pelzer, SC 

David Hosaflook 

; Springfield, VA 

121.667 

Andrew Connolly 

San Jose, CA 

Ryan Howell 

Regina, SK 

122 332 

Michael Cuoco 

Levittown, NY 

Dan Bntton 

Owen Sound, ON 

122.755 

Danny Dingmann 

Richmond, MN 

Barry Cordes 

St Louis, MO 

123.310 

Joe Doheney 

Bridgewater, MA 

Cameron Bell 

Florence, SC 

123 37B 

Chris Estes 

Batesville, AR 

Brent Young 

Linn Creek, MO 

122 952 

Taylor Fcrwetti 

Hamilton, ON 

Erik Voss 

Rancho Murieta, CA 1:24 263 

Neal Finne 

Richland, WA 

Syama Mattson 

Elfland, NC 

124 324 

Wesley Foster 

Mesquite, TX 

Jonathan Coltfn 

Suffolk, VA 

124 592 

Shane Garza 

Grand Haven, Mt 

John Regan 

Wdpok*, MA 

1 25 712 

Blake Goodman 

Victoria, TX 

Chris Schouten 

Hemet, CA 

126.009 

Chris Gray 

Jacksonville, FL 




Richard Griffith 

Scott & Enc Holfheiser 

Hubbard, OH 

Simi Valley, CA 

WAYNE GRETZKY'S 3-D 

Kenneth Hornyak 

West Jefferson, OH 

HOCKEY 


Jason Kauczka 

Kingston, PA 

Most goal% in a 20 minute period against 

Kevin Kibler 

Tonawanda, NY 

the computer (Volume 94) 

lan Kndlihcr 

Chatham, NJ 

Colin Ywlib 

Fairfield, OH 

62 

Matthew Lewis 

Orlando, FL 

Joshua Kexhausen Cincinnati, OH 

46 

Vince Little 

Kenosha, Wl 

Michael Grote 

Cincinnati, OH 

43 

Brad Longoria 

New Braunfels, TX 

Ryan Morns 

Little Rock. AR 

40 

Eric Lopez 

Dallas. TX 

Ty Benus 

Southwicfe, MA 

34 

James MacDonald 

Whitehorse, YT 

Ryan Otto 

Pierce, NE 

33 

Grant Martin 

Oakville, ON 

Jesse Thornton 

Point Pleasant, WV 

31 

Graham Matthews 

O'Fallon, 11 

Todd Keschke 

Suffield, OH 

30 

Corey Matlison 

New Hartford, NY 

Brandon Warren Dixonvdle, AB 

30 

Daniel Miltan 

Tampa, FL 

Pierre Conttois 

5t Madeleine, PQ 

29 

Mike Moeller 

Pittsburgh, PA 

Brad Boumival 

Manchester, NH 

20 

Willie Navarre 

Crowley, LA 

Dan Moore 

Edwardsburg, Ml 

28 

Charlie Ng 

Oakland, CA 

Tom Moore 

Edwardsburg, Ml 

27 

Christian Polvm 

Beauport, PQ 

Adam Vancil 

Loyal, Wl 

27 

Tyler Reynolds 

Richland Springs, TX 

Dcnzil Villanco 

Colton, CA 

27 

Nathan Rugg 

Montgomery, IL 

Troy Bernhardt 

Maple Grove, MN 

26 

Dusty Roberts 

Hamilton, OH 

Joseph Burgess 

Skaneatdes, NY 

26 

Joe Sanabrta 

Hamburg, NY 

Anthony Carter 

Knoxville, TN 

26 

Luke Schirmer 

4 • 

Maplewood, MN 

Chris Frelich 

Livingston, MT 

26 

Jimmy Sears 

Oklahoma City, OK 

Josh Hucul 

Lake Orion, Ml 

26 

Nick Sepi 

Holtsville, NY 

Yassine Akrout 

Austin, TX 

25 

Troy Sherman 

Gulliver, Ml 

|oe Tiano 

Merrimack, NH 

25 

Midon Sigeb 

Kalamazoo, Ml 

Gaelen Bennett 

Stillwater, MN 

24 

Jefferey Sipko 

Calgary, AB 

Steven Cope 

Gallatin, TN 

24 

Michael Sober 

Larkspur, CO 

Michael Goff 

Tampa, FL 

23 

Jonathan Sturak 

Hazleton. PA 

Matt Andrews 

Edgcrton, Wl 

22 

Andy Taylor 

Crown Point, IN. 

Benjamin Bum 

Bowie, MD 

22 

Stephen Truman 

Grand Rapids, Ml 

Adam Hollander Needham, MA 

22 

Geoff Tuttle 

Fountain Hills, AZ 

Patrick Oster 

Gurnee, IL 

22 

Evan Vargas 

Keller, TX 

Adam PaHesen 

West Palm Beach, FL 22 

Kevin Waddell 

Poulsbo, WA 

Doug Smulik 

Rural Valley, PA ' 

22 


MCMXCV1I 


Mile iicsuwe 
IrettDooics 
Ricky Gdn 
2 ich t irk 


l*fc«pett» r NY 

West - aim Reach, FL 2 1 

t«v MA 

Northwood, OH 21 



Charlie Aotem Poulsbo, WA 20 

Kevin Perich Cockeysville, MD 20 

SUPER MARIO 64 

Top times on the Princess's Slide 
(Volume 91) 

Michael flrulotte Grande Prame, AB 


Eric Dayday 
R Redfeam 
Aarun Rosier 
John Kubino 
Ricky Bogatek 
Ryan Bolton 
Jason Cromer 
Justin Goode 
Jesse Grimes 


Virginia Beach, VA 
Vhder, WA 
West Alexander, PA 
Livingston, NJ 
Noblcton, ON 
Danville, 1L 
Goletn, CA 
Greens Fork, IN 
Manassas, VA 


Ben NewswangerNew Holland, P 
Charles Brown Coal Valley, tL 


Jesse Couch 
Jason Fortes 
Jonathan Hall 
Tony Tantikul 
Will Byron 


Nelson, BC 
Redding, CA 
Chesapeake, VA 
Moorpark, CA 
Port Jelferson Stn 
Nathan Charlton Downey, CA 
Scott Contios Brtdqewafer, MA 
Wlutney Gunter Dallastown, PA 
Michael Gyengo Huntsville, AL 
Tim Joshinsky New Berlin, Wl 
Toby Lame Chino, CA 

Larry Marsh Rio Dell, CA 

Josh Prewitt New Braunfels, TX 

Derek Redfearn Vader, WA 
Eddie SchInter Loxahatchee, FL 
M Sutherland Madison, NJ 

Marek Wiacek Kent WA 

Sieve Blank Waterford, PA 

Shane Garza Grand Haven, Ml 

Jonathan Loken Seattle, WA 

Tyler Mason Seattle, WA 

Matt Miner Papillion, NE 

Nathan Rugg Montgomery, IL 

Jeffery Sltmmer Pcrkasic, PA 


Boh Smith 
J rirsdimarm 
Carlos Torres 
Emilio Ros3al 

Kenny Wang 

C Wilson 


Middlelown, CT 
Hinitouwadee, ON 
Bronx, NY 
Los Angeles, CA 
South River, NJ 
Bronx, NY 


Bruno Bilodeua Vimont, QC 
David Bushey Washington DC 
Johannes Schiefer Cincinnati, OH 
Chns Herse Wyandotte, Ml 
Vince Dacian Manteca, CA 
Matt LeVick Blair, OK 


0*16 00 
0.16 00 
0:16 00 
0:16 00 
0:16.00 
0*1610 
01610 
0:16.10 
0*1610 
0*16 10 
0:16.10 
016 20 
0.16.20 
01G.20 
0*16 20 
0 16 20 
NY 0.16.30 
0*16.30 
016 30 
0.16 30 
0.16 30 
0:16 30 
0,16 30 
0:1630 
016 30 
016 30 
016.30 
016 30 
0:16 30 
0,16.40 
016.40 
016 40 
016 40 
016 40 
0:16 40 
0:16.40 
0,16.40 
0:16 40 
016.40 
0*16 40 
016.40 
0*16 40 
0*16 50 
tt1630 
0 16 GO 
0:16 70 
0:16.00 
01690 



Write your name, address and Member Number on 
the back of your pholo Challenges in this Issue must 
be received no later than August 10,1997 The top 
qualifiers receive5uper Power Stamps. 


Include your Super NES m the photo of your high 
score. Dim the lights and then take a few photos 
without a flash If you're taking a photo of a Game 
Boy, place it on a Bat surface 


Address entries to: 

POWER PLAYERS ARENA 
PO BOX 97033 
REDMOND, WA 90073^9733 



ENTER THE ARENA 





mw 










Player’s PoII—Volume 98 _ 

Entering this month’s Player’s Poll Contest Is a NsJr19 
piece of cake! Just answer these questions, send Address 

the card to us, and you could win some dclec- _ 

table prizes. How’s that for a sweet deal? 

Check out the list on p^ge 106, then write down the numbers for your 
ftw favorite games in order of preference, with your top choice first 

A Super NES 1_2_ 3_ 4_ 5_ 

B Came Boy 1_ 2. _3_ 4_ 5 _ 

C Nintendo 641 _ 2._3_ 4_ 5_ 

D Which five products are you most interested in playing? 

1_ 2_ 3_ 4_ 5_ 

E How old ary you? 

1 Uncter 6 2 6-11 3 12-14 4 15-17 5 18-24 6 25oroJder 
F Sex 

1 Male 2, Female 

G What do you most flke to read in Nintendo Power? 

1 Strategies 2 N«aws/Rumors 3 Technical Stones/Intetviews 

4 Readers input (like Arena or poils) 5 Contests 

H What do you least like to read In Nintendo Power? 

1 Strategies 2* Nflws/Rumors 3 Technical Sfodes/inferviews 
4 Readers’ Input (like Arena or polls) 5 Contests 

! In our strategy reviews should we reveal how to beat the final boss? 

1 Yes 2 No 


J 


Age 

*MBR 


(Locate? ^ w yyur mme on tfie mailfna teV&l) 


Stete/Prov Zip/Postat —----- 

Cede Telephone No 

ts it O K for a strategy review of a single game to be spread out over muibpte issues? 
t No, cover the entire game in one issue 2 Yes, up to two issues is fine 
3 Yes, even three or four parts is okay 


How much do the following Influence you to buy a gamp? 

v*ry much somewhat moderately 

not at all 

K game previews 

1 

2 

3 

4 

L strategy reviews 

1 

2 

3 

4 

M ratings charts 

1 

2 

3 

4 

N www nintencfo com 

1 

2 

3 

4 

O gam-9 rental 

1 

2 

3 

4 

P advertisements 

1 

2 

3 

4 

O store displays 

1 

2 

3 

4 

R friends 

1 

2 

3 

4 


i Ui ’Nor V. hn > the iame of the Greek hr 

t , jo i -a i *■> rr* r 


who' sivnna in p new Disney movie in i 


Mali in your card now, and keep your fingers crossed! 


BACK ISSUE PLAYER’S GUIDE ORDER FORM 

Cafch up on the classics! Order from among the Nintendo Power 
Issues listed on the back of this form The prices shown include 
the cost of shipping end handling 


Name 



Add nu 



City 

SatofPrm 

Zip/PosoJ Cedt 

( ) 


| 1| | |-[ | 

Teltpboq* Np 


MsmSfrshlp No. 


PltriM: tjietk method uf payment- 

3 Cteck at Money Or* 1 *- Q MwwrCard Q Vis* 
(PtyaWe ix Mm end®) 



This season, the weather’s not the only thing that’s heating 
up! More and more games are blazing on over, so you’re 
going to need the help of the pros to avoid getting smoked. 
Our Player’s Guides and Nintendo back issues are stuffed 
with the hot info, strategies, tips and tricks that’ll help you 
burn the competition. And if you need time to cool off, sit 
back with the breezy comic book adventures in our Graphic 
Novels. So stock up and keep your gaming on fire! To get the 
goods shipped straight to your home, send your order form 
to: 


Credit Card Number 


Cardhc Vfer’j Sqjrunwc 


£*plrad*o Daw 

< ) 
Tctcphene No. 


Nintendo Power Magazine 
P.O. Box 97032 
Redmond, WA 98073-9732 


CardWdti-’j N»*t 

































Place 

First Class 
Stamp 
Here 


Nintendo Power 

P.O. BOX 97062 
Redmond, WA 98073-9762 



Quantity 

(Limrt 5 of each issue) 


#35369 . 

Volume 97 < June ‘97) 

#35388 . 

Volume 96 {May ‘97) 

#35387 

Volume 95 (Apr ’97) 

#35386 . 

Volume 94 (Mar 97) 

#33550 

Volume 92 (Jrm 97) 

#33549 

Volume 91(D-c 36) 

#33548 

Volume 90 (Nov 96) 

#33547 

Volume 89 (Oct 9fi) 

#33546 

Volume 8c (Sept '36) 

#33545 

Volume 67 (Ang 3F) 

#33544 . 

Volume 86 (July'36) 

#33543 

Volume 85 (June 36) 

#3354? . 

Volume 84 IMay J6) 

#33541 . 

Volume 83 (Apr *96) 

#33540 

Volume 82 (M^r 96) 

#33530 ^ _ 

„ Volume 81 (Feb. 96) 

#32589 

Volume 80 (Jsa'96) 

#27656 

Volume 67 (Qkl&4) 

#355W . 

Set (Vo! 80 35) 

#33947 . 

Set (Vo* 74-79) 

#33946 . 

Se t (Vol 68 73) 

#33103 _ 

Sat (Vol 56-61) 

#32530 . 

Set (Vol 44 49) 

#28404 . 

Set (Vol 32 37) 

#27127 

Set {Val 26 31) 

#26641 .. 

Set (VaL 20-25) 

#24949 . 

Set (Vol 13-13) 

#20685 . 

Set <Vol 1-6) 


US. 

Canadian 

Total 

Price 

Price 

Amount 

$5 50 

$7.00 

$ 

SB 50 

5700 

$ 

55.50 

$7-00 

$ 

$5JrtJ 

S7.CO 

*. 

S5 5Q 

$700 

5 

35 50 

$7 CO 

$ 

S5.50 

$7 CO 

$ 

35 50 

$7 00 

$. 

$5 50 

$7 00 

. .. 

$5 50 

$7 00 

$ 

$550 

$7 00 

$.. . .. 

$5.50 

$7 CO 

$ 

$5 50 

$7 00 

S. 

$5 50 

$7 00 

$ 

$5.50 

$7.00 

5 

$5 50 

S700 

$ 

S5 5G 

$700 

$ 

$5.50 

37 00 

3 _ 

$24.00 

$2600 

$ 

$2400 

$2GjQ0 

S 

$24 00 

$26.00 

s 

$24 00 

$26 00 

$ 

$24 00 

$264)0 

5 

$24 00 

$26.00 

S 

$24 00 

S2600 

s 

$24 00 

S2FOO 

$ 

$24 00 

$2600 

s 

$24 00 

$264)0 

$ 


Note ***** tfXetttnit*) J/W Wan *rft* s#UotertYjirtb in wy irrirwlzanl’*-*. n :-*4M±tk> vX/ar-tity 

Mc*t i jtyr« Cl Vn«7»* Mlhrvtrrjlxc 


#21121 

Strategy Guides 

final Fantasy (Vol 17) 

$5.50 

$700 

$ 

#t9687 

SupwManoBros 3(VpLT3) 

£5 50 

$700 

S 

#35925 _ 

PlRyers 1 Guides 

Star Few 64 

$!3 00 

$1750 

$ 

#35576 . 

Mano K^tB4- 

$1100 

$1450 

$ 

#34575 . 

DKC a CtaB Kong's Dntin YnUm 

$13.00 

$17.50 

$ 

#34484 . 

SuperM**ioS4 

S13Q0 

$1750 

s 

#34039 

Super tVknoHPG 

S13.00 

$1750 

$ 

#32588 , 

0KC 2 Oiddv'3 KOno Quest 

S13.C0 

SIR OO 

$ 

#32323 

Su&VlvKiVMIZ'ivtte Wand $1300 

$1750 

$ 

#33340 

Chrono Trigger 

$1800 

S25.50 

$ 

#32587 _ 

Killer Instinct 

$1300 

$17 50 

s 

#30143 

Oankey Kong Country 

$13.00 

$1750 


#2*022 

Sup**' Met rad 

$13.00 

$1750 

s_ 

#27046 

Streetfighter ll Turbo 

SlvOO 

S2E50 

s 

#27919 _ 

Marta P^nt 

SI300 

$1750 

s 

#25956 . 

TopSecret Password book 

SIC DO 

$25 50 

$ 

#25013 _ 

Zelda—A link to the Past 

SIS 00 

S25 50 

s 

#24330 

SnperNES 

moo 

$25 50 

s 

722403 _ 

NES Game Atlas 

STriOO 

$25.50 

$ 

#27642 

Graphic Novtls 

Leqend of ZddoCormc Book 

$13.00 

$17.50 

SL 


W?sh%TmS!a!n<eaftnTsa'*- , B5'^siiKtax|itxil*jpIysuttnU/i:y WSf Qifrv3 r «J while Subtotal S 

nWlesbsHAII wfjurtawiWK^sl^-efivvy Ensiwe rfr: car 'lion*with ywpaYnwt —-— -- 

of w«dl c «4 tnti^nwtmnma stantfHenvelop* wHnaif tn ths Kktocs Sales Tax S 

M."tn*tePo**illlUfla/ine Total S 

P.O. £u* 37032 
Rtrfmnnd W60BW3-9732 
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s, 


iljLij/ 


J J/Jg# 

5 Winners 


Js tor 'joatAo 


SO Winners 


YOUR VOTE 

couhts! 

YOU CAN'T WIN 
IF YOU DON'T 
SEND IT INI 


OFFICIAL CONTEST RULES 

Nd purchase necessary. To on tar, 
either fill out the Player's Poll 
response card or print your name, 
address, telephone number. Vol 98, 
end the answer to die trivia question 
on » plum 31/2' x 5" cant Mail your 
entry to thiseddress: 

NINTENDO POWER 

PLAYERS POLL VOL 9B 

PO BOX 97062 

RED MONO, WA 98073-9762 

One entry pBr person, plenso All 
entries must be poflmnikad no Inter 
than August 1, 1998 Wa era nnt 
responsible lor lest or misdirected 
mail Oo m about August 15, 1197, wto- 
nurs will be randomly diawn from 
omnno all Qliyible antrles By accept* 
Ing thoTr prizat. winners consent to 
the use ol their names. phDtnorophs, 
or othor likenassee for ths purpose of 
edirertfaemonts er promotions on 
behalf ef "Nintendo Powar* magazine 
and Nintendo of Amorico Inc INOA) 
without lunhsr compensation Prizes 
ere limited to one per household; 
Choocos of winning are determined by 
Ihe Intel nomber of entries received 

Thn iotin of prizes tn entry cards dis¬ 
tributed Is 56 1,000 000. No substltu- 
tlen ef prizes is peimltted All prizes 
win bo Awarded. Tb receive e list ol 
winners, send your request to the 
odd i mb above oiler August 31, 1907 
GRAND PRIZE, Ths Grand Prizewinner 
will win ■ trip to vloii lutoiploy 
Productions in Irvino* Collfornin, e 
■culpled oerlcstors of him- or hsraell 
created by Clay Fighter G3V a artists, 
end Clay Frghtcr 83% lor the N64. H 
undor lb, Ihe winner must be occom- 
peeled by e parent Dr guard ten Hotel 
eccommodetlnna end round-trip air¬ 
fare in lotluded. Excel dalet of the 
trip will be determined by NOA 
Eetlmiiuf total value ol oil prizes Ik 
33.000 Seme restriction op ply Valid 
only in the ILS.eid Conade Void where 
prohibited by lew. Not npm to employ- 
aw of NOA, ite affiliates, agencies or 
their immediate families. This contest 
fa subject to ell fariiral, state end 
loeallaw* and raguletloos 
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►STAR lUflRS: 


HQUf DO I GET PAST THE JMlKIfflRD GUH PODS? 


T he Junkyard Gun Pods are devastat¬ 
ing when you play the game on Hard 
or Jedi Level Especially if you're try¬ 
ing to collect the sixth challenge point, 
which appears just before you arrive at the 
second covered tram in the stage Luckily, 
there is a safe spot Stand in the center of 
the flatbed car and kneel down If you're 
crouching in the middle of the car, all the 
pods will shoot over your head and bare¬ 
ly miss you 


The Gun Pods near the sixth challenge point in 
the Junkyard are tough to beat, especially when 
you're playing the game on Hard or Jedi Level 


If you stand in the center of th* flatbed car and 
kneel down, all of the gun oods will shoot over 
you This won't work in all areas 





H s soon as you can move, run 
directly behmd the AT-ST Walker 
The Walker can never hurt you if 
you stay behind it Since your blaster 
won't damage the heavy armor on the 
AT-ST's feet, shoot the AT-ST repeatedly 


in the back of the control cabin to dam 
age it The Walker flashes as it takes 
damage Some gamers can't figure out 
how to point their blaster up at the 
cabm Hold the Z Bullon and move the 
Control Stick until you're pointing up at 


the back of the AT-ST Walker Shoot 
once or twice, then chase the Walker If 
you can't line up for a dean shot, keep 
running behind the Walker until you see 
an opportunity The AT-ST explodes 
when its damage meter reads zero 




Domage the Walker by shooting it in the back 
Jump up to fire into the rear of the main fuselage 



Hold the Z Button and Mov* your Control Stick 
until your blaster is pointing at your target 


Q mrnrn power 



























































From the start of Levol dive into the water and 
followtho left wall to the underwater cave 


From the checkpoint, leap from platform to plat¬ 
form until you seo these vines on a rock wall 


Climb the vines and follow the trail to a tree 
Leap across this ravine and claim the launcher 

VOLUME 98 @ 


This hidden cove is off your euto-mep Follow 
the left wall from the save point at the leke 


Swim to the waterfall, then backtrack through 
the passage until you cnr’t see it anymore 


It will take some patience, but if you re treading 
water in the nght spot, you'll see the Warp Zone 


T he Grenade Launcher is in The Ruins 
From the beginning of Level 4, swim 
through the water and follow the left 
wall Dive down until you reach the under¬ 


water cave with the teleporte** Teleport and 
work your way to the next checkpoint. 
Leap from platform to platform until you 
reach some vines Clamber up the vines 


and follow the trail to a tree Face the tree 
and make a running leap to the tiny plat¬ 
form across the ravine If you make the 
leap, you'll get the Grenade Launcher 


T City Arena leave their tread marks on 
the backs of more then a few gamers 
You'll fight the cars one at a time Dodge 
the car's missiles by running behind the 
vehicle, then return fine with your best 
weapon The cars will flash when you hit 
them Since you can't outrun the cars, 
keep your distance and move along the 
perimeter of the irena so you have time to 
react when they shoot at you 


Be a tailgated The Armored Cars will only fire 
their missiles at a target in front of them. 


You’ll have more time to react and avoid damage 
if you remain along the of the Arena 


Warp Zone is in the lake in the 
I Trectop Village Look for a secret 
M. cove near the save point This hid¬ 
den area does not show up on your auto¬ 


map feature, but you can find l watery 
passage leading to it if you swim along 
the left wall afte r you ie ave the save point. 
Swim through the passage backwards 


until the waterfall near the save point 
fades from view If you stop and tread 
water long enough, the Warp Zone will 
appear direedy beneath your feet 
































































V ou can't find *his secret course until 
you have the key to the third floor and 
you've collected at least 50 stars 
You'll earn the key when you defeat Bowser 
in the Fire Sea On the left hand side of the 
giant dock you'll find a large square open¬ 
ing in the wall Enter the corridor and drop 
down the hole To complete this course-, 
you'll need to use your Wing Cap to collect 
all eight Red Coins in the level. 


You'll need 50 Stars and the key to the third floor 
to find the Wing Merio Over The Rainbow course. 


Look for the opening on the left side of the clock, 
then drop inside the hole and enter the course 



HOW DO I GET THE FOURTH STAR ID TALL, TALL 1110 HUT A III? 


m any players see a cave as they start 
Tall, Tall Mountain but few figure 
out how to get to the entrance and 
collect the stage's f ourth star Tollow the 


path up the edge of the mountain until you 
reach a log Roll the log to the left and con¬ 
tinue up the path until you reach the water¬ 
fall AftLr you make the jump across the 


raj 


gap next to the waterfall, you'll find a string 
of five twirling yellow coins If you jump 
into the wall next to the corns, you'll land 
on the ledg- in front of the Give 



toucan collect another star if you fioureout how 
to reach this smail eperng in Tall,Tall mountain 


After jumping past the waterfall, jump into the 
wall next to the fourth t wtrhng coin m the path. 


Onct inside the cave, you can slide along the 
slick cavern floor until you reach the star 



HOW DO I DEFERT BOWSER III THE FIRE SER? 


V ou can fling Bowser into a bomb 
when you don't have to throw him 
too far, so try to lure him towards a 
bomb on the edge of the battlefield As 


Bowser starts to jump, run to the opposite 
end of the platform This precautionary 
move keeps you from sliding into the lava 
Bowser always stops to catch his breath 



after running at you This is when you wart 
to grab b m by the tail and throw him into 
a bomb Bowser surrenders the Third Floor 
key when you blast him three times 



Its easy to fling Bowser into aoomb if you don't 
have to throw him too far Lure him r ext to a bomb. 




Bowsens a little out of shape Grab his tail 
whenever he stops to catch his breath 


Don t get burned! Re treat to the opposite side of 
the battlefield when Bowser leaps into the air. 


@ turnm power 



























































► OPEMTIOn c 




HDHJ DO I GET EKTRfl HUES? 


Y ou'll earn a bonus life when you 
score 20 000 points and you'll 
accrue an additional life each time 
you raise your score by 30,000 points 
The best way to earn extra lives is to 
stand in a corridor where enemies are 
charging onto the screen and blast away 
by holding down the B Button The high¬ 
er the point value of the enemy, the 
sooner you'll rack up the lives you need 
to continue your mission 






Every level m Operation C has *t least one corri¬ 
dor where unlimited enermes wiJ! charge at you 


Hold down the B Button and blast away until 
you have enough lives to finish the game 



r 


ftDHI DO I DEFEAT THE RUED SPIDER? 






T here's a secret safe spot inside the 
Alien Spider's chamber in Stage 
Four As the fight begins, walk down 
to the bottom of the chamber, then all the 


way to tht left Take one or two steps up 
and start firing If you're standing in the 
correct location, the spider's laser bolts 
will shoot out in a diamond pattern and 


barely miss your head Keep firing at the 
rampaging baby spiders Each time you 
destroy a baby spider, you'll weaken the 
Alien Spider and eventually destroy her. 



The Alien Spider's minions and lasers make Stage 
Four a tough fight, hut luckily there's a safe spot 



Stand m this exact location end the lasars can't 
hit you Now take aim ot the charging spiders 



Vbu don t h we to hit the Alien Spider directly She 
takes demag* when you Litslruy baby spider 



In Canada Call. 

1 - 900 - 451-4400 

($2,CO per minutviCnllcrs under 18 
need parental permission to coll) 


(SI 50 pLf minute Callers under 1c 
need parental p^rnrssiontocnlU 


Oi writs to Counselors Comer 

P0 Box 97033 Redmond WA 93073-9733 


STREET FIGHTER RlPHfl 2 


ERSPER 


HRH flflHG TIME 


fl: How do I save the ployer I just created? 
fl: Plug in a Controller Pak he fore you turn 
your N64 on or it won't save your player 

fl: Can I break a backboard? 
fl: Not in this game. (Can you do it in real life?} 

Q: How much time do I need for a last second 
shot? 

fl: You must hove half a second on the clock. 


Q: Is Akumas Bison Killer Combo in the game? 

fl: Yes, but the movcis now called the Raging 
Demon Combo 

Q: Why docs Dari sometimes flash when I 
execute Drag on Punches 9 

fl: Dun will flash if you perform! Dragon 
Punch pftrff-ctly 


Q: Hey* This door won’t open 1 

fl: Jf you beer a buzzmy sound when you try to 
open the door you've already completed 
that room If not, mate- sure Casper is cen¬ 
tered directly in front of the door 

fl: I messed up in a puzzle roomi What enn I do? 

fl: If you place a puzzle piece incoi rec tly, you can 
press the Select Button and reset the room 































































































Disney *s ^latest cartoon Kit is Greek mythology's btawni 
est Kero an 3 Game Boy s newest pint sized powerhouse* 
JLahor with the strong man as^we toil through the 
adventure’s nine levels to go from "Zero to Hero/ /: 


> 1997 THQ ln<? 
S> DISNEY 


1 It's the ■Stuff th&t myths are 

4 II 4 E|f made of Hercules, a mere 
I I T f K mortal with ’ god-like, 

i W I strength, discovers that he's 

i f * *§T Kr actually the son of Zeu^Mr 

Bp* Ughtnutg 7 Bolts doesn't play / '. 
favorites, however, , ‘■so 
|W Wb,T*t- g^^ before^ Hep can join the 
gods,on Mount Olympus, he'll ; ha\te^.£fove himself 
by overcoming theT ultimate workout of near-impossi- ji 
ble labors Accompanied by the wise and * ' * 

helpful F^iloctetes (and s^app/■*—- ^ 

music £i from the^vnfovie);' ^ 

He?cules undertakes his l ) 

the Isl& of Idra tty-bat 

tie snakes,vScbrpionsa^tf|^^^H^^|^H| 4 


fully trained.as a wamor, Hercules saddles Pegasus to fly back 
to Thebes Of course/ Hades has. other plans for the hero *" 
Yfhe underworld's v undertaker has unleashed winged beasts and 

lightning to down Hercules*. T# nde off 
into the sunset, snag the powerful Fire 

V** t*> 

5word at the first ledge after, th^ -• 

+ -jf > + j 

pillar like ledges „ ^ Aj 


fTFiTSfTrl 


(inn? o 


■ffRu tavu t o eat r : grit if 
W r you want tokucp 
theJtlaoT 
"World's. 

■kA Strongest < 
r I; ■A" Seafood 

PProaid{(&$ you fit. J 

P^sorevrtalizeyour \ IH 
” health by catching the II 
jumpy fish tH^t spring ffJ 
out of die waterfi’ JM 



































Trekking through Centaur Woods, Hercules, 
always the hero, answers afhalderfs cry,for help. 
Tq rescue her>*-defeat‘*thc woodland croSturei by 
wielding your sword just before .they attack 
S ince Retc swings his blade bock before 
he jabs, [tWiJI take an extra mdment 
_ to connect . v 


'Vist M«. 

iru»iu--non 

tap the Mutton' 
twice—youTstampede 
the statues and turn thorn to 
rubble when ytfu plowmto „ 
thorn with your shoulder - 


■Embarrassed to stay in.Theses whOrt the villagers 
scoff at his-rurfatqur heroics, Hercules wanders 
into the Hydra's lair With help from th*t map on 
the right, jgu.'de the crestfallen hero through the 
labyrinth to me$?t the Hydra and find redemption. 


Garth-shattering ne wsl If 
Hercutes stompson the , v / ,***X *zr-—+ 
smaller sections ofthe cavern tloo^ he can smash the 
shaky ground and brook on through t&the other side to 
forge deeper.into tho V^lluy of the Hydra .. ' 


SHIELD 


COLES’ PATH • 


Stitian youF5t?lt«fwsf«3ff»wi/frQm 
the Erintaur und swip v idiintl ’Sly ittiir 
witfl yoUTsw iri Whsn Nossu J^nd «or 
fclrptb the Vii.tf hy M?g #nd *11* 


tfjthiri.' k*r 


Oodg^Thtiyfirtbatte ftfipff climb op# 
oAtnm 



^ ■ 





i Km «-> 


































































% 



v; 


to MedusW 


The low passageways 
of tun lead to stead ends, so 
vie for the upper routes and 
,ump oVer tfee>pits to effi¬ 
ciently navigate the c^ve 


p Philjnay be a wisecrack^ but when 
f he tells you to let the owis be’yDur 
’ guide, heed his advice If you enter -., 
? thy doorways that hav* owl pictures 
= adorning them, you II be on-the right ^ 
\ track toreachmpthe Minotaur at the 
^maze's epd If yaudQrft give a hoot 
t and take a wrong turn, hit Sefect to 
f- vie^youritrap. ^ , 


unnnt 


MmmcmWOH 
holes through you 
with her irr*w- 
launching «y#$,;siv 
cliir‘ th«f m it6 
av iid jye contact: 
Whan , he's not 
looking, jive the 
ideous go> _ n 
a rfiekt ivsrby 
chopping >fff at. 
snpke-hiir. 


tfic idinotcurmeet^it* mitch 
WhenK areut^s pi *ye toreador f 
iirov just how rrjt Jchv can b». 
When the raging hull ins lies yuu 
sbsh at it with your sword The 
Minotaur will bullishly bully you 
again by stampeding, so keep 
your swqnl swinging. 


i ^ ^ ^ 

After HercTules^slays thevHysfta, Hpowles-maijia sweeps Thebes as the mighty ^, 

f mortal's heroislft ^entrances the entire -bty lo further lest his courage, I 
(Hercules sets ofMor Stytpphalus, where he must exterminate the countless 4 
birds thatrplaguetfie towpvOnce h/s cleaned put the c<2op, the-town's waW 
witf lower and Hgrc jpm m6ve onto bravely wrangle .with ‘more snakes 
r ahdskeletons „ > *- - ^ 




*' f i 

With heroisr^eomeg; endorsements and mer- 
chandismg'4n hono? of'Hercules, enterprising 
^villagers concoct the sports dnnk^ Herculade 
•Hfcthe muscle man's on his last legs, replenish his 
health with Hereulade — a fe& $ ids wifi keep you 
fit to fight, .your way 

A • ... 




A 


- .. 

HercOtfes 1 ne£t labor is to defeat th£ Minotaur that's locked inside* 
the confines of the Labyrinth of Crete Compounding the task into 
even more of a herculean challenge are the, dizzying maft and its, 
‘ .of skeleton and s'h'Sdpw.^yarriors 






















































































HERCU 


To free Meg from Had£s*.Herc Agrees' to give up hiS’pQyvfj 5 for 3 day, 
^r\ Ha^es takes advantage of the deal by 'unleashing^the titans^ destroy 
Thebes and the gods Weakened, Ptercules nevertheless tites to,savfc the <*ity J 
from the'skelotons anttCydbps, and he soon teams that a hero isn't measured r 
by tf]e size of his strength, tuf'die strength of his'bjart — ^ 


znnnnnz 


nz&t*iZ(5i 




Hercules may be the 
sonof gorfs/biitlfc 
cant walk on sir 
Traverse the open area 
hyextentfng a platform 
’when you climb to the > 
toppi the chain 


CUTES’ PA' 


SwiftlyfJyPugasgs § 
through the skies to s 
dodge the bolts of | 
lightning that rip 
through the elands % 
To avoid gettiFfa . p 
■ struck catch the' 

. shteid^ that rain 
.'’from the sky = 


i i x* + . i 

Here regains his strength in^time tctjree the - 
j gods Mount Olympus A$ (Jo gallops 
3 Pegasus to the summit, Had 65 blitzes therp vycth 
- 2 sformy assault of winged baddies and TomajJo 
Gods Be sure to... have,the ^ 

Fire Sword, because wrlile 

Here's rid mg *Pcgasus,_ SJH] 

Jlle blade cfcrelaunch’fireballs£, "' u ~ B 


IQOf 


The Eiby Cycbjw irarrrtiv commons atast^hls I 
of depth pare jption hy wildly charging his 
Victims until h« mik«s contact. Dod|« his i forte ts 
dim ing onto tfe* column's p isstal. Whan tiittots 
clew, *up down aifd mount v . 

• tumiov attack ay swinging yaur nwrit atlife 


VulOarabrs beJty. 


Thi Toronto Win’s 
about to'swajlow 
Jbe tv*i». The twister 
$ m out mtssHvi to 
thw.rtyourhorbic 
huttf jprojsctilss 
travel onlyhurally, 
Hovtrii Meath the ty« 
jf'tte storm**' dust 
the Man% face whan 


iHvHds wuf wiy. 














































































































Uv£fe fetus ■i'i 

MEMBER IDENTIFICATION # 


Become a Ultmpi 

To become a wampa, -you must be playing Fit Last on the 
Medium cifficulty level In the Escape From Echo Base stage, 
pre&v Left on the Control Pad and the right C Button simulta¬ 
neously,and then press Up on the pad Use the right C Button 
to switch between Dash and the wampa As a wampa, press 
Left, Right and ; C{§. on the Control Pad to move and press 
Down to swipe at effejpies: ' • 


R flintendo Pom mr Bnclusivs! 

Nintendo Power just obtuned uftm-secret codes fof^-Star 
Wars- Shadows of the Empire straight from the developers ;at 
Lucas Arts These codes allow you to control 4n AT-ST, an 
lmoerial snowtroooer and even a 


wampa! To use thesu codes, 
you must enter "-Wampa—Stompa" as your naYne at th*? 
beginning of the game The dashes are spaces, and there aps 
two spaces between Wampa and Stompa WilJ you turn to the 
dark side and fight for the Empire, or will’ you stand With the 
Rebels against evil? It's op to y,ou J / I > v 


To drive fp\ ayfaou g h the bat¬ 

tle until the AT-STs appear Press Left on die'ControFP^^&ioT 
the Control Stick) andwhc right £ Buttpn simultaneously ancj 
then prss^Up op the ptfd: Now -press Jfght C to scrotHhrough 
the game views 'the over-th*^ boulder vi^w of your 
snowspeeder wjfl^be replaced ,with'|n over-tfce shoulder View 
of an AT-ST! Use the Control Pad to steer and press Up on (he 
pad to fifeAftWrtSfi in .P'gtfl^aT 

way, but it wilfrire at anything that crosses'ftsTin^-eff sagbf %i 
the meantime, your snowspeeder will keep flying You can 
still steer it with the Control Stick, but you Won't know where 
it's going. v 


The wampa is slow, but its also 
vary powerful 


You enn t opervthe wnmpa s cagc 
from thciinsute Someone else 
willhevctodaiL m 


Bebome.D Snooutroqpor 

Ic^feetome a SrtbWtrodper Iri Echo Base,Right on the 

fightCTBuaon simultaneously and then 
press Up on the pad Once again, use the right G Button to 
switch views As a trooper, press Left, Right and Up on the 
Control Pad to move and press Down to fire your blaster 


The health andl^s.er power 
metres ar^ for DaSb, not the 
snowtfooper. 


Oreo you take over a trooper, he 
won't hurt Dash, even if you 
switch back 


Your Con troll nr must ha on the 
default settings for nil of those 
codes to work. 


You can shoot at other Imperial 
vehicles, but they will shoot 
back! 























U6aiSif& 


multiple Cheats 

This code activates a Cheat menu on the Options screen. 
Turn on your N64, and when the words "Midway Presents 
War Cods" appear, press RighJ, Right, RighJ, B, B, A and A. 
Available cheats include a handicap option, a stage select, a 
timer option and an Fasy Fatality mode. In Easy Fatality 
mode, all Fatalities are executed with the same control 
sequence: High Punch, Low Punch, High Kick and Low Kick. 


Super Shortcuts 

Rev up your engines and set new track records with some of 
the best shortcuts in Mario Kart 64! The D.K.'s|unglc 
Parkway and Kalimari Desert shortcuts are available only on 
the first and second laps of a race, and the Kalimari Desert 
shortcut is available in the Grand Prix and Vs. modes only. 
There are tons more tricks and expert strategies in the offi¬ 
cial Mario Kart 64 Player's Guide, written by the pros here 
at Ninjendo Power. This is a hot book, so you'd better scoop 
up a copy, if you haven't already! 


'LAYER J SKILL Ulttyki 
'LAYER 2 SKILL JIMl 
LEVEL SELECt : OFF 
CAME OR 

EASY *AfALif Y : ©li 

EXlt 


Jungle, Pt. I 

On your first or second lap of 
D K/s Jungle Perkway, turn 
around at tha Starting line and 
head into the cave. Once 
inside, haad toward the wall 
just to the leJt oJ the exit 
Jump pist before you hiL 


If tha coda is entered correctly, 
the screen will f taeh. 


In Easy Fatelily mode, yuu 
must still stand at tha propar 
range for each Jatahty. 


Jungle, Pt. 2 

Angle a bit to the left as you 
lump JJ you aim just right, 
you II fall into a dark space 
Lakitu will pick you up If he 
brings you back to tha cava, 
heed through the FIniefi Jute to 
advance to tha next lap! 


Pastures fflenu 

To make the Features menu appear on the Options screen, 
enter TTJLBDFWBFGVJWB as your password/ This menu 
gives you the following cheats: Warp (using this stage select 
cheat is the only way to reach Levels 25-27), Invulnerability, 
Weapons (all weapons and full ammo). Health Boost and 
Map Everything (shows all the areas and most of the secrets 
of the level displayed). 


Kalimari Deaart 

IJ you have n Super Ster, tarn 
left at the second train cross¬ 
ing. Activate the stor just 
haJnre you enter the tannel. In 
the tunnel, you’ll advance to 
the next lep. At the exit, turn 
left to get beck on the tiack. 


heukUP Aoosr ictit 

mp 'evyftyi opr 


Rainboui Road 

Don'j use e RockeJ Boost off 
the Starting line. Steer left 
end aim yourselJ ot the rmJ at 
about a 90-degiee angle. Jump 
Jhe rail eround Jhe third yellow 
tile. IJ you'ia lucky, you'll land 
on the treck below. 


The Features menu also 
appears if you get all the keys 
In Level 32 (Heetlc) 


Activate Health Bottat and 
Weapons whenever you need 
e gulek refill 













IJIJ 


JEoaat to Coast end Day to flight 

If you'd like a quick change of scenery in PUotWings, strap 
op your jet pack and give these warps a try. If you're using a 
const-to-coast warp for the first time, you must start out on 
the East Coast. Once the werp is open, you can fly through 
it from either end as often as you like* These warps can be 
used with the jet pack only. 

neui Vork City to San Franciaco 


Rah. Rah. Rah! 

Here are a couple of codes that will help keep your team's 
spirits up and your opponents' in the dumps. To pound a 
drum or blow an air horn, press imy of the C Buttons after 
your team scores a goal. To boo the opposing team at any 
time, press any direction on the Control Pad. 


The Boo Code can be osed 
only onee per quarter, so seve 
it far e strategic momnnt 


Ynn can play the drtm or the 
hnrn from the time you score 
until die next kickoff 


Fly through the building end 
oot the other door. Ybu'll 
emerge in Son Francisco* 


In NYC, find e green building 
with e ground-level door Fly 
inside to see en NG4 logo 

miami to Seattle 


Cap In Hand 

This trick allows Merio to fly with two cops, one on his head 
end one in his hand. In Course 8 (Shifting Sand Land), let 
yourself be attacked by the Big Bird. Don't pick up your cap. 
Stand next to the palm tree near the pond to warp to the 
Cannon. Warp back and forth e few times. Now head to the 
two-story stone building near the entrance to this course. 
Somersault or triple-jump on to the top of if. Hit the Red 
Exclamation Block to get the Wing Cap. Fly back to your 
origins! cap end pick it up. Triple jump to take off agiin. 


Now turn umond end come 
right beck out You’ll he in 
beautiful Seattle, Washington! 


In the Florida ere a, look for a 
hangar with an npen dnor. Fly 
right inside. 


Day to night 


If you beer a tone, turnaround 
end exit tee eave. Gay will 
have turned into starry night. 


This triek ean be done at eny 
time after you’vn picked up 
the first star in this course. 


On holiday Island, follow tee 
river beneath the cestle Go to 
the end and bump the grate 


You cen watch Merio as he 
flies around, holding his Wing 
Cap Yippee* 
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Easy Gama and Damn Gama 

This recently rereleased classic has players clamoring for 
codes once again. To play an "easy" game, press Start and 
then Select on the Title screen. Tn play on the demo screen, 
press and hold Up, Select and B on the Title screen. 



(S 

01 



With the easy game, you can 
choose any save file. 


Hie demo game will freeze tp 
after animate or so. 


o 


u 





Pull 


To get o better view of this rereleased gem, press Left or 
Right on the Title screen until o "1/2" symbol appears next 
to the "1 Player" option. Now press Start. 
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Press Left or Right on the Title 
screen to meke a ”1/2" synlbol 
appear. 


Start your game as normal 
Tha playing liald will aow 
take up the entire screen. 
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Tuiin Fighters (Player Vs. Computer] 

To commemorate the rerelease of the game that ignited the 
street fightife craze, here's a code that pits a World Warrior 
against a computer-controlled twin. First label all the fighters 
as FI, F2, F3 and so on. F2 will be the one duplicated. Start a 
match as FI an<£ let yourself lose. Continue as F2 and lose 
again. Now continue as F3, but pr&s Start on Controller 2 as 
the match begins. You'll go back to the Player Select screen. 
With Controller 2, select F4. Allow F3 to win the match. 
Continue 4ic game through the nfct four matches, allowing 
F3 to defeat F5 through F8. Continue the game again. With 
Controller 2, select F2. Once the piatch begins, do not fight 
at all, and let the timer run out in each round. When the 
matdi ends, continue the game with Controller 1 and select 
F2, The next match will be between F2 and F2! 


ip 

RtU 





m. 


vs 




Label all the fighters, from FI 
throagh F8, 


If the first match is FI vs. F2, 
reset your game and start over. 


1^1 

tHWRIU f 


a ft “ e 1 





If this trick la executed properly, H you win the match, fhi game 
F2 will aad up in a match against may continue on through the 


an "evil" twiai 


‘bass" stages 


Experts, shmexperts! If you've got an awesome tip or a killer code, send it in! 
Well print your stuff alongside the pros' codes. So what are you waiting for? 
Warm up your brain pans, crack your knuckles and press those buttons! 


flintando Power 
Clasaifiad Information 
P.O. 9 ok 97033 
Redmond v UIR 
99073-9733 
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Nintendo's Star Pox 64 
breaks new ground by 
delivering a bcnc-jamng, 
breathless, space combat 
adventure that keeps you 
on the edge of disaster from 
Cornerla to Venom Mr 
Miyamoto has said that this 
game includes everything 

he wanted to put inio the original Star Fox fo r the Super NES 
but was limited by the technology One of ihose innovations is 
the use of animated nnumdliL scenes with speaking cherac | 
ters Many characters in the game give you information and j 
involve you with the story so that you feel as if you're in the 





nrddle of t :, e action Even 
more immediate is the 
sensation of being hit by 
enemy fire when the 
Rumble Pak accessory 
shakes the controller One 
Rumble Pak is included 
with the game and the 
feedback really is impres¬ 
sive (We wore skeptical at 
first, but now we never 
play without the Rumbler) 

At the heart of the action is 
a brilliant 3-D flying and 
driving engine Your con 
trol of the Arwing space 
fighter, Land master tank 
and blue-Marint sub makes other shooters seem clunky m 
comparison The action may take many directions since your 
path to Venom can be along one of many routes that link the 
15 missior locations in the Lylat System For a break from the 
senous business of saving the universe, you and three friends 
can plug in for head-to-head duels in two combat arenas No 
one will accuse Star Fox 64 of being just another shooter 
Enter the battle this month in our Power review 


© Excellent graphics pnd play control Incredibly immersive 
Rumhlr Pak raves 

o No stage savo function 
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Excellent, intuitive game piny and control Soma of thn b«sy Al in 
any sports game Synchronous play*by play 


Real player names not used Number of special moves is limited 


Big weopons and wonton destruction. Dork 
Rift delivers the goads. 

Vic Tokai's first N64 title 
has the look of a thor¬ 
oughbred The design 
team at Kronos did great 
things with the animation, 
lighting and backgrounds, 
plus the moves are cre¬ 
ative and exciting The 
game takes the form of a 

pretty standard 3-D tournament fighter, but includes 
weapons and variations on the traditional controller set up 
that makes it both easier and harder to play The A and 3 
Buttons control specials and distance or projectile moves 

while the C Buttons control 
kicks and punches, which 
often make use of weapons 
as part of the kick or punch 
Unfortunately, activating 
some specials seems to be 
more a matter of luck than 
skill because the controls 
are overly finicky Perhaps 
the most interesting innovation in Dark Rift is the form of 
the Al Computer opponents recognize repeated moves 
and react intelligently to defeat or counter them You may 
not notice this scary ability in the first rung or two of the 
tournament ladder, but pretty soon you'll find that a one 
dimensional attack strategy will be met with brutal force 
You have to mix things up and be inventive As for the 
characters, they rang*, from human to ve'-y alien, and they 
all look cool, as do the fighting arena backgrounds This 
month, Nintendo Power goes inside the Rift to help you 
come out the other side as a winner 


© Groat animation and cool moves 
o Play contro’ seems unevun. 


& <£ 


The world's gome comes to North Americo in style. 

Quite possibly the best sports video game ever made, 
Konami’s International Superstar Soccer 64 has received 

rave reviews from Japan to 
Europe, where players take 
their soccer very seriously 
It's not that ISS 64 looks so 
much better than other 3-D 
sports games, which just 
goes to prove that graphics 
aren't everything This 
game simply out-plays the 
competition The interface 
between on-screen player 
animations and your con¬ 
troller is so intuitive that 
you immediately feel as if 
you're a part of the game 
Players react intelligently 
to your commands and 
actions, fust as they would 
in a real soccer match The North American version of the 
game includes international teams and an English 
language play-by-play 
that, this is still very much 
the J League Perfect 
Striker game of which 
you've heard so much 
praise from the staff at 
Nintendo Power Soccer 
and sports fans of every 
stripe shouldn't miss this 
game It's one for the 
record books 
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• Category 

Boss fishing 

Gfiptto tfcrid 


Action 
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Cir II cage 
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R Sujwr Gnme Boy enhanced 


I I flayer 

I Originally released in l¥V3 
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Mighty Hercules finds a home an Game Bay. 


The seven labors of Hercules 
were cake compared to this 
Well, maybe not cake, but 
THQ’s Game Boy action pak 
based on this summer's 
Disney animated feature will 
require some heroic effort 
on the part of would-be 
champions Hercules wields 
one of several swords or fights bare-knuckled as the gods 
intended One song in the game is taken from the Disney 
film, as arc some of the 
characters, hut the adven¬ 
ture here is pretty stan¬ 
dard side scrolling action 
His journey takes him to 
dangerous stages where 
he encounters such vil 
lams of the ancient world 
as Medusas and Centaurs 

and Gorgons Oh my f No, this isn't Kansas, and you'll won¬ 
der if it's really ancient Greece when you catch sight of such 

items as Hercules' sports 
water bottle, which is used 
to heal up the hero What 
were the developers think 
ing? ihat Homer had 
an endorsement contract 
with Gatorade? But silly 
items aside, Hercules pro¬ 
vides some action packed 
escapism if not epic adventure Turn to this month's Power 
review to see more of Hercules 


Fun the me Movie tunes 

Poor hit detection leads to unnecessary damage Some very 
short stages. Slow animation 


The biggest bass in the lake is back! 

Believe it or not, Super 
Black Bass ranks as one of 
the most consistent top-sell 
ing Super NES games of all 
time For years, this fishing 
simulation ranked in the top 
20 What's so special about 
Super Black Bass? There’s 
quite a bit of strategy to 

catching lots of bass Your selection of lures and locations on the 
lake, depending on the weather conditions and time of day, can 
greatly influence the quality of your catch The mechanics of 
fighting the fish also makes intuitive sense, unlike some other 
bass games. Fina’ly, the realistic graphics allow you to see the 
fish in the water, which helps build up excitement If you’re an 
angler, but you want to enjoy the sport from the comfort of your 
own home, you can’t go wrong w.th this catch 


© Good graphics and play control Mom involving than you might think. 

O Landing fish is more challenging than in reality, and it takes nn 
unrofllistic amount of time 


Q mmo power 












































Whodunit? Clue, that's who. 

The popular board same of murder most foul showed up 
on the Super NES about five years ago, but the classic 
game of Clue never goes 
out of season With the 
rereiease of this game 
from Mtjesco, players 
can take on the identity 
of Miss Scarlet, Professor 
Plum, Colonel Mustard, 

Mrs Peacock and all the 
other usual suspects 

Your goals m Clue are to figure out who killed Mr Body, 
what weapon was used, and where the horrid act took 

place If you guess correct¬ 
ly, give yourself a sleuthful 
pat on the back As in the 
Super NES version of 
Monopoly, the chief bene 
fit of playing the game on 
your TV is that you don't 
have a mess to clean up, 
you can play even when 
you're alone, and you won't run out of those pesky clue 
sheets The problem is that it's actually a slower game 
than the old, primitive board version An even bigger 
problem arises if you are playing with more than one per¬ 
son when you have to look at your cards on the screen 
You just can't improve on some things 

© One player games are possible using computer players. 

CSp It's still more fun using the angind board game You can't hide your 
cards from other players Slower than the board game. 




Board Game 
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Who says there's no such thing as Free Parking? 

Parker Bros' classic board 
game first appeared on the 
Super NES back in 1992 
Thanks to Majesco, the game 
will reappear this summer for 
a substantially lower price. 

One to eight players can join 
in taking alternating turns 
with the controller to manip¬ 
ulate thar pieces, buy property, make deals with other players, 
and use cards Perhaps the best part of this game is the instant set 
up option that lets you begin play with properties, improvements 
and money already distributed The other primary benefit is that 
you can play against up to seven computer players 



“* If you like the same types of games as our pro players, then check for his or her seai of approval 
Scott-Sports, Simulations, Adventures QD Terry-RPCs, Simulations, Puzzles 



Henry-Fighting, Action, Sports 


Paul-Fighting, Sports, Simulations 


GB Dan-Action, Adventure, Puzzles 
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Power Meter 

The Power Meter ratings 
are derived from pro eval¬ 
uations using a five point 
scale with five being the 
highest score possible for 
a category 


Leslie-RPGs, Simulations, Adventures 




CCDD Patinoc i; j Thc.se Entertainment Software Ratmg$ Board 
t\m _H0.Ul VJ id |COns fe f |ec| rjppropn^te f or p | a ycre To 

contact the FSRR regrading the rating system, call 1-800-771-3772 
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Games that weit? released pnui to the 
comnienceiTwril ul die lauugs system are 
designated N R 
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There's plenty of news and 
new views leading up to E3. 
This month's Pak Watch 
focuses on N64 titles that 
will be introduced at the 
show, plus new Super NES 
and Came Boy games. 
Don't miss cither Bond 
game or the latest on Griffey 
for Came Boy. 


C old War freaks and 
James Bond fans will 
have a second treat 

this fall when Nintendo 

li sc 

releases James Bond 007 
ft>r Game Boy. Rare Ltd. is devel¬ 
oping this adventure/thriller 
for Ninteodo and is 
taking extraordinary measures to 


see that the game is released in September. (One 
of those measures is that the game won't be 
shown at E3.) The early version that arrived at 
Pak Watch contained just one interior and one 
exterior area. The game theme is based on gen¬ 
eral Bondisms rather than a single film like 
GoldcnEye. Bond's missions for Her Majesty's 
Secret Service take place in exterior and interi¬ 
or areas featuring overhead perspectives similar 
to those found in The Legend of Zdda; Link's 
Awakening. The upshot is that players won't 
know what to expect or which characters 
will appear. 
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MIG hu confirmed \h • «xist*nci of « secret 
chwrtlc thwirhft facility at (ho Arkingolek dim, 
USSR Its heavily guarded loc lion and working* 
Of a #%>? for mjor concern. Nerve g^s 
produced tMro h|» baon turning up In tho I tnd* 
of hostil# roglrr.f f jrwnd if world and d< *ls 
with 1m iirnational tlrrorlll* hiv tnon rumour id 
Tht* facility should 6« daatroy fd without 
pr^Judica. 


hat a difference a few months tan 
make. As .good as this game was when 
we previewed it in the February, Vol. 
93 issue of Power, that is nothing com- 


OHMSS 


00 Agom. Jim#* Bond 
Mission t: Ark mgalak 
Part Is Oam 

8 XKGftOUND 


pared to the game that Rare recently sent to 
us. GoldenEye is suddenly so cool that nothing 
in the first-person action category even conies 
close to it The level of graphic detail is totally 
stunning, the mission areas are vast, the ani¬ 
mation is more realistic than anything to date, 
and the music, well, when you put Rare and a 

classic bit like the 

■v*n 

Tiavftlyort Two toraeU. Tima for on* sfrw Rond ttiemC tOUCth- 
Tf»e oirl or .mission? • 

... rf \ ' ' Cl > you get chills 

p? i ? down your spine. 

L All this sounds like 

hype, but when you 
■ EV see GoldenEye for 


la tfPl 


never want to settle 
for anything less. You can move in for a close- 
up and the surfaces are remarkably smooth. In 
some areas, you can see far into the distance 
without the pervasive fog that typically hides 
the polygon popping in most games. But good 

looks aside, the 
biggest news in 
GoldenEye is that it 
xr isn't just a shooter 

j anymore. Each mis- 

^ sion has numerous 

requirements and 
\g|oia« options. Bond uses 

a whole array of 
gadgets and weapons in scenes based on the 
movie, but not limited to it The coolest part of 
the new GoldenEye is the multi-player options 
which will rewrite the way game developers 

create hide 'n' seek 
games. One to four 
; ' \ Vp] players will find 

WW^m f J themselves choos- 

■1 4wB- i HU ing from a variety 

of Bond characters. 
£ L The matches them¬ 

selves have differ- 
ent rules, such as 
the Man With the Golden Gun in which you 
have the golden gun and one bullet is all you 
need, or You Qnly Live Twice, in which play¬ 


ers have just two 
•lives. You get the 
idea. GoldenEye is 
loaded and ready to 
explode on the 
scene in August. 
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rfW.T* - .W-SuKModt, \ 

i av* *— ■ ' ‘vhichis^^B , . 

I jNk* ^ imishmash of a a - |j| 

1 t _ i'nne, Time Trial ‘ ■ 

\ f C ■ Mode Mid VS. CPU, 

... for when you want to 't -5 *'<2 VS 

share your frustrations pi > A, 9 

thanks to^^SBB ^ but nobody is around. Once _ * ' E ™ f 

the development team .at you understand the basic mechanics of these six games, which 
H20. At the heart of this are explained in a training option, then kiss your productive life 
puzzler is a sphere com- goodbye. You'll be spinning the sphere, looking for block match- 
posed of layers of Tetris-like es and combo possibilities that will wipe out big chunk* of the 
blocks that you try to knock sphere all at once. If you get Magic items, you can blow away 
off using similarly shaped huge chunks with a well-aimed racket Frankly* Wc 
blocks. Beneath all die lay- surprised to get this hooked on Tetrsphere. Give it 
ers of pieces is a little guy we think you'll be surprised, t< 
tiding to usenpe from the Tetrisphere by the end of July, 


over. 


Interactive's Duke Nukeiu' h&f in development at through an open window. 
Tu»ocfiin; showe*i up at tfauPak Watcb<desk with lots Our cirly version of Duke 
| I tv fire pj»wer <nd WeA* One 01 the best-selling PC had all weapons activated, 
.IIqqHt pf ryrfcrtt years, Duke Nukom U famous for including a high-powered 
^yu-.v imagery big guns and constant iction. Although flame thrower and a rocket 
pe^ 4 »* t(fif ■ and rfnetnfo* ve Doom-like, the setting in Duke launcher. The weapons in 
k£*n is or,* st^dy v ersiun of an earth city and the character of these screen shots, however, 
k«‘ tjft «nor« option? than file space marine in Doom. For one arc ju*t place-holders for the 
\g, vou can jump or duck down. There'* more interaction final, rendered guns yet to 
h the environment, as Welt. For instance, wall switches may come. According to GT 
.rate movie projectors or a crate on the street may actually Interactive, Duke Nukem 64 
a stairway to the ledge Of a building where you can climb in should be available this foil. 































B ame Boy gets an 
upgraded/ updit- 
4 upsoaL K<3n 
ferifffty Jr. baseball 
game for releise rtetf 
month. The g.jne fcituro 


both MLB and MLbPA licenses, updtfeo during fhescason moot 
•so you'll get the real teams, ltd saved, |yith the &•*<?* hat* 
including the two tt«w expait- toty I additroi to JI tint, you 
tfou teams, plus ii\ the red, can trade players to cic*te 
tuiui league players. You'll your own all-star lineup. In A 
■ ' II he seasonal play, the program- 

•• ers have 

i'* ded Inter- 
lea*. games in 
the schedule, •• 
well. This»s«t 
.packed 1 • • 

•iry.i tit 
.nd it's just the 
right sire tc 
take out to the 
ballpark. 


Tr^iST 


PUBLISHER - Nintendo 
UiVlLw. tk * Lait vvorw 

MEMORY SIZE ^ 4 Megabits 
LICENSES - MLu, ML./A K n Griffey Jr 
SPECIAL — Full of 
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E r jx fans can mark this 
cptember as the release 
-ate of Mischief Makers in 
^orth America. Nintendo of 
L *^erica will publish the action 
fttle known as Go, Go Troublemakers 
in a ••*. 1 he Japanese version of the 


Kong Country. On the other f 
hand, there's a lot more to 

the iction than simply jumping running and'bt itirtg up on 
baddies. Marine, the robotic hero of the game, interacts with 
characters throughout the six levels. Marina uses a unique 
grab and shaft* f^rKnfqt** to defeat Y.-*r 
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gaiT o h u» air ,ady been com* 
pi ted while the North 
American gime is 'bm 0 
translated. English dwIo^uP 
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TONIC TROUBLE 

■ r "" — — • ^ fc 

pbi Soft's N64 adventure game finally has a •- 
pame—Tonic Trouble. It's all about a *2^ 
friendly alien named Ed who drops a toxic 
tan on Earth by mistake then must retrieve 
toe offending Hem. Of course, the effects of ’t*.' 

toe can's contents on Earth are profound, ^ 
in effect turning everything upside down. 

Even worse, a guy named Grogh the Hellish 
is trying to make use of the chaos to take over 
toe world. Ed moves through 3-D stages full of A 
enemies and traps, which should give toe K 
game a definite platform feel but with more \ 

Of a Marioesque exploration and puz¬ 
zle-solving emphasis than a side- ^ 

^roller. The cartoon-like graphics 1^1 

add to the lighthearted feel of the 

game and the quality, as seen In 

these rendered images, fc top 

fiotch. Uhi Soft says 

that the actual N64 •' y ; 

Screens are nearly as 
detailed. We can't L 
tvait to see for our*-l mL 
Selves. As for eom- 

1918 release date, so ’ 

Tonic Trouble t> allU 
* long way away. 1 B 
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AERO GAUGE 

Xwv Gauge, an F-Zoro-like racer from ASCII m Japan, has 
Jwicnannounced and the eariy screen shots look pretty cool, 
yvith five hover cars that can blaze above the futuristic 
grades at hundreds of miles per hour, the game has potential 
to leave some of the other racing competition in the dust, 
f>ut that competition is getting tougher every day. For more 
6n that race, check out the N64 Preview special in this 
month's Power. 

TETRIS PLUS 

If you think all of the puzzle action will soon be happening 
bn the N64 with Tetrisphefe, think again. A new Tetris is on 
the way for Game Boy. In Tetris Plus, players will find that 
they aren't alone when trying to make all those tetrads dis¬ 
appear. There's a little guy known as the Professor who 
glands on the highest block on the screen. Understandably, 
the Professor gets a little nervous when you let the blocks 
$!ack up. The real twist comes when you play the two-play- 
fr version and your opponent tries to drop blocks on your 
Prof. Tetris Plus also includes 100 puzzles. Players can even 
Create their own puzzles and Save up to ten of them, then 
let their friends try to figure them out. 
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SINGLETRAC 

A new 3-D game developer has entered toe N64 tray with 
big plan*. Singletrac, based in Salt Lake City, once pro¬ 
grammed elaborate military simulations. In recent years, 
however, they have been making a reputation in the g-air¬ 
ing world with such hits as Twisted Metal and TM2 for the 
Playstation* Singletrac already has several proposed pro¬ 
jects for toe N64, but won't announce just what they are 
until it has a publisher for the games. 

WARIO LAND 2 

Wario will return to Game Boy this fall in Wario Land 2 
from Nintendo. According to the developers at Nintendo in 
Japan, in this game Wario can't die. They said game* in 
which characters die can become repetitious when players 
have to start over at the beginning of a stage. A pant foot 
might squash Wario, though, which could slow Hon down. 
Rut in spite of his immortality, Wario is still having consid¬ 
erable problems. It seems 
that someone is trying to 
prove the programmers 
wrong about the no die 
concept. Wherever he 
goes, Wario runs into cun¬ 
ning traps and obstacles. 

The object of the game will 





be to get past the road- 
blocks and figure out who IHHH 
is behind the attempted y 
Wariocide. The one other 
change is that Wario won't | 
transform in this game. 

Expect to see more about 
Wario 2 in the next few 
months, then look for it 
at retail by the end of 

_ a zrzrzrz£zjnn 

the year. 


MORE SUPER NES 

Long-suffering Super NES players have more reasons to be 
thankful now that Nintendo of America has announced a 
fall schedule of Super NES titles including new titles and 
re released Player's Choice games* The two games 
announced so for are Arkanoid: Doh ft Again and Space 
Invaders. Arkanoid was originally developed by Taiio and 
released in Japan, but it never made it to our shores. It fea¬ 
tures action puzzle play in whlcb players bounce balls off of 
paddles while trying to knock off blocks. Space tnvaders is 
similar to the Super Game Boy game of the same name, but 
it includes a two-player option. It is based on the arcade hit 
in which you blast advancing aliens. The Player's Choice 
series of games will indude F-Zerq, Super Metroid and 
Tetris/Dr. Mario—three of the best games ever produced for 
the Super NES. 
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SUPER SPORTS 

Not to be outdone by Nintendo, THQ will continue the EA 
Sports franchise for the Super NES this fall with versions of 
Madden NFL '98, NBA Live '98 and NHL <98, all thb in addi¬ 
tion to Brunswick World Tournament of Champion*. The lat¬ 
est vyrrioos will include updated rostefs and other tweaks, 
but bo revolutionary changes to the game engines them- 
selves on* expected. THQ reports that this will be the final 
year for Super NES versions of these games, so collectors 
and sports tens should make a note of it. Madden NFL '98 
will appear this tell and the other games should be ready 
after the new year, Brunswick will be released by the end of 
the summer. 

SPOTLIGHT 

AWARDS 

The Computer Gam Developers' Association awarded 
Nintendo several award* at their recent annual conference. 
Nintendo 64 won first plact for best new technology and 
Super Mario 64 won two first place awards: one for best use 
of innovative technology and one (or best console game of 
the year. This was the first year that the CGDA included con¬ 
sole games in the awards along with computer games. 

HOT CANADIAN 

SUMMER 

Nintendo of Canada will host went* and gaming centers in 
many of Canada's major dtics this summer. Here's a run¬ 
down of where youll find the turn The Power Zone at 
Playland in Vancouver will be open seven days a week from 
June 26 until August 14. The site features over 30 interactive 
game stations and N64 challenges. In Montreal, visitors to 
La Ronde can experience an even bigger environment at the 
MegaDome Nintendo featuring over 40 Nintendo 64's, plu* 
Super NES and Game Boy game stations. There'* alio a 40 
foot high screen where 16 players can compete at one lime. 
From May 29th through September 1st, die MegaDome 
Nintendo is open daily with contests and competitions. In 
addition to the permanent sites listed above, the Nintendo 
64 Van will be touring around Ontario 
and Quebec participating in a number of concerts, fairs, and 
special events throughout the summer starting 
June 7th. During the events, visitors will have the opportu¬ 
nity to compete in a number of different contests for a 
chance to win all kinds of great prizes. Best of all, visiting 
each Nintendo site is free. 
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i Personal Data 

v Son ot ace star pilot, Janies McCloud. Leader of the Star Fox 

> team, the renowned mercenary squadron founded by his 

v famous father. Fox possesses not only his father’s incredible 

> piloting skills, but his profound sense ot justice, as well. Fox 
has dedicated himselt to defeating Andross and bringing the 
traitorous Pigma Dengar to tustice. 
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v Scouting Report 

j The Star Wolf team's ships are invulnerable to charged laser blasts, so go after 
> them with regular lasers When they approach from behind pull a loop to turn the 

tablps or then Press Ihe top C Button in All Range / t )j. W3 V TZ Y 71 _ 3 

mode to get a butter view of the action 
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Vehicle Data 

Length: ...-.2U sm 

Height: . . ’...»* -1.5.5 sm 

Maximum Speed: .M 4.2 (in atmosphere) 

Engine: .NTD-FX1 plasma engine w/G-diffuser 

Crew: . °... .1 

Armament: T&B-H1 laser cannon and Smart Bomb launcher 

Piloting Tip 

Press and hold A to charge up thfc laser While charging, point the targeting cur¬ 
sor at an enemy lo lock on lo II Tap A to fire The charged laser will then home 
In on the target The target lock also worlds with the 
Smart Bomb If a target moves off screen before it 
is destroyed, you won I receive any hits 
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v Personal Data 


Vehicle Data 


,."5 ..-rflljy 

iMiut n 


> Former head of a gang ot space “hat rodders,” Falco’s pilot- r Length:.i..24 sm 

ing skills are second only to Fox’s. He’s often described as 


v hot-headed and arrogant, but he is cool under fire and tierce- 
v ly loyat to his teammates. It he could only curb his reck- 
- lessness and his quick temper, he just might mature into an 
even better pilot than Fox. 

Scouting Report 

In Spctor X, take the left-hand path to find the warp gates Shoot each of the four 
gates until they turn red and open up Fly through the gates to activate the warp 
mechanism You’ll pass through a hazardous "warp rr — 

am 


zone' before you enter Sector Z 
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Personal Data 

> Peppy and James McCloud served together in the Comerian 



mililary and were the founding members of the Star Fox team 
k alongside Pigma Dengar. After Pigma betrayed the team and 
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Vehicle Data 

r Length:. 


31? 
T-iA’i rv 
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y James was killed. Peppy declined the leadership role and 
urged Fox to take his father’s place. Humble and wise. Peppy 
has been a second father to Fux. 

' Scouting Report 

In Zoness, destroy all of the searchlights to avo:d being detected If the 
searchlights turn red, the enemy fleet will send out more patrols If you're not 
detected and you defeat lhe Sarumanne base, you'll 
j v go on to Sector Z instead of Macbelh 
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30 5 sm 

Height: ....7 sm 

Maximum Speed: .116 skt (using booster) 

Maximum Dive: ..2,000 sm 

Crew: .4 

Armament: Modified T&B-U3 laser cannon and torpedo launcher 

Piloting Tip 

When rolling, lhe Blue-Marine generates the same kind of protective force field 
that the Arwing does The shield helps prelect the sub from laser fire but not from 
solid objects The Blue Marine also has an unlimited 
supply of homing torpedoes If things get crowded In 
the deep blue, press A, B and R continuously ,^~EEE 



Height: ..8.5 sm 

Maximum Speed: .207 skm/h (using booster) 

Armor: .65 sm at front and rear, .45 sm at sides 

Crew: .1 

Armament: T&B-J2 taser cannon and Smart Bomb launcher 

Piloting Tip 

Tap the Z or R Butlon Iwico to roll to one side Press and hold either button 
. to fire one thruster continuously Firing one thruster can help you climb sideways 
up steep inclines that you normally wouldn’t be , 

able to scale Press and hold both buttons to fly for 
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Personal Data 

^ A close friend ot Fox McCloud’s at the Comerian Detense 
* Academy. Slippy withdrew when Fox invited him to join the 
v new Star Fox team. What Stippy lacks in piloting skills he 
v makes up tor in engineering expertise. He created the Blue- 
Marine attack sub with help from his father, Beltino Toad, 
Director of Engineering at Space Dynamics Co., Ltd. 

Scouting Report 

In Aquas, fire horning torpedoes to light up the darker areas of the slags You have 
unlimited torpedoes, and you can direct torpedoes after they’ve been fired by 
shooting at and "tagging" a target with your lasers Ir ' r ^ jf 
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Vehicle Data 

Length: ....,. .890 sm 

Height: .. .375 sm 

Maximum Speed: . M 1.4 (in atmosphere) 

Engines: . NTD-FX9 plasma engine x3 

Crew: .1+4 

Armament: . T&B-H9 hyper laser cannons x2 

Piloting Tip 
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I When ROB 64 tries to contact you you’ll hoar a musical tone and sec an icon 
flash at the top of the screen Press the right C Button to answer his call ROB 
will send a Supply Container to your location Blast /yT 7 nv j vi-v-r - : 



it open to reveal an item Enemies often attack from 
behind as you try to collect these items 
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Enter a realm where 
only rocket scientists 
dare io tread and kick 
their academic poste¬ 
riors with a degree 
from Power li, hi 
Tetrisphereology. 


• ROBOTRON 64 

• TETRIS PLUS 

• BRUNSWICK WORLD T.O.C 


Coming Next Issue..... 

Volume 99, August 1997 


How caul ore you under fire? As cool as James Band, 

secret agent 007? The ultimate spy action game for the 

N64 makes the movies look tame. Nintendo Power will take you to the front 

lines of intrigue and donger in a 16-poge toctical mission plan. We expect you 

to live, Mr. Bond. 


KEN GRIFFE Y JR, 


MAJOR LEAGUE 


Next tfme you head out to the ballpark, 
pack Ken Griffey Jr/s power m your 
Game Boy, The first mini-Griffey game 
contains some huge advances, like MLB 

and ML8PA 

i I I licences and 

■ full stat 
pj pa ‘racking. 


Multi Racing Championship 


Ocean's rally racer 
rolls into the 
Nintendo Power 
showroom in August? 
ready for test driving. 
If you like fast, realis¬ 
tic N64 racing action, 
MRC delivers 
the thrills. 
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The Backlashis too slow 
to clear a landing strip for 
the space shuttle, so 
dnve it down the road on 
the right that'll lead you 
toelarga building sur¬ 
rounded by TNT Dynamite 
the building to find 
theThunder-fist, then use 
the robot to knock out 
a path 


MARS GOLO 5:00 


Attack Mars by 
smashing the 
floating silver spheres. 
Constantly change 
camera angles to make 
aiming at the mirror 
ballseasior TheZ But¬ 
ton air brake comes in 
especially handy, al¬ 
lowing you to stop and 
drop your truck whan 
it's above its target 


MERCURY GOLD 1:20 


Take theRamdozer out 
for a space race on the 
surface of Mercury The 
track is difficult to dis¬ 
cern at first, but it runs 
counterclockwise Nav 
igate through level ter¬ 
rain and avoid drivmq over 
slopes, or you'II waste 
time by taking flight 


VENUS GOLD 3:20 




tb« four clusters of 
buildhgt that art sta¬ 
tioned on tiwplsnat 


siopas to boost tha 
BackHaah's skidding 
powtr. Whan you start 
'vTicfing, it's difficult to 
regain control, so tap 
tf Z Button to bnki. 


: in thic clock- 
wiso-rurming 
ncc ( tiy Bnck-l-shis 
prana to floating whan 
(t driv'caff of i slop*. 
Try to kMp your 
wb*olsonthe (round 
or your tim» will suffer. 
Stick with driving on 
the lowlands, which 
youcindstmgufoiiby 
their dark blue color. 


ARGENT TOWERS 

Move th ■ block tn th« left rar' 
to accass th* ramp. Walk 
( wn, bulMoza the TNT to 
blast opwi th : door, thin drive 
the tram. At the flathm, light 
gat nut and patrol the mw 

EBONY COAST 

Dynamite th« tunnii, than trait? 
sport tho dozer lo Ihc depot 
and bulldoze it Drive the tram 
beck with the dozer and TNT. 
Dynamite the statue, thee fly 
the J-Bomb to the inlet M 

IRONSTONE MINE 

Skis the right ridge until you 
find the Ramdozer. Doze to the 
crate tad use it to transport 
the dozer across the overpass. 
Dynamite the blockade end nav¬ 
igate through the maze 


TEMPEST CITY 

Utad right and blast the mid. la 
af the large lighted building to 
expose a ramp. Up top, you'll 
find the scientist behind the 
rock wall to the right of the 
Communication Paint 

GLORY CROSSING 

Oriva the Backlash umpffack 
through Glory Crossing s under 
ground passage at C. When you 
emerge et the other side of the 
tunnel, you'll fhtd the trailer 
that houses the scientist. 

OYSTER HARBOR 

Blast the barricade blacking 
Channel D with the TNT you 
tied at the and of the first 
barge's rue. Sail the third barge 
toward D until you reech the 
scientist's island residence. 


SHUTTLE CLEAR 


MOON GOLD 


11:110 ; rBBS* 

MaiartohandMTha 
trick to lunar roving 
is to rocket off the 
moon's slops*. Whan in 
orbit, you can stnr 

whirs you want the 
track to glide. To stop in 
taidair, hit thsZ Button 
and tha truck will plop 
straight down. 


You 1 re , stuck 
on earth 
until you des¬ 
troy every building 
and find all the RDUs, 
survivors and the six 
scientists. You'd think 
the braimacs would be holed up in logical 
places, but they're not, so consult the red box 
if you need help locating them. Once you've met 
the scientists and fulfilled the objectives to 

win all the gold 
medals, your mission 
will switch to clearing 
a runway for the 
space shuttle 



you've won a gold medal in every area you can go tor the platinum When 
ve swept up the gold, the game shifts to Time Attack mode, in which you revis- 
level in a race against time Any master blaster should be able to clear the car- 
or complete the bonus objective within the Time Attack's allotment. To beat 
ble platinum times, however, you'll have to be the fastest blaster 


Y TIMS ATTACK 3rlO PLATINUM 1*35 

To snag a plat jium mad^l, you'll havo to ba an ultra-af f iciant dump truck drmr. Carefully tinn your 
spimuts and igsa the mounds to boost tho Backlash so you can ram straight through a building. 


ARGENT OWERS TIME ATTACK 1:20 PLATINUM Os2l 

Argent Towersf s like Angel City, except you're on a much tighter schedule Expadito your explosions by 
releasing trial j r R Button once you slide so you don't spin out of control and drift too far from your target 


■LATINUM 0:28 


hLIL- 


ATACOMI TIME ATTACK 2iOO PLATINUM Oi4i 

Like Gibbon's Qtt, you must navigate through a maza white dozars tail you and try ta cut you off. Avoid 
getting trapptl in the earner areas .y exploring thorn right after warping hr from tho anamy vahiclas. 


. TIME ATTACK 6.00 PLATINUM 0*11 

Hard-core hard ' 1 ets should have no trouble knocking down the threo buildings in loss than six minutes Beating 
the platimm bll of tima is more of a challenge, but many mounds flank the Buildings to propel your truck. 


w ACKS TIME ATTACK 2:40 PLATINUM 1*15 

Bide the rail * ti the station. Run acmes the overpass. Board tho dozer, plow down tha white budding, than 
park on the cna© platform. Move the dozer across the tracks, thee doze the TNT »to the station. 


TIME ATTACK 2sOO 


LATINUM Il07 


Motor a way in : tie Muscle Cdi to win me platinum. Unlike other vehicles, the sporty speedster won t slow 
down when 200 ning off road After the first jump go off course and hung e right eround the mountain 


OK WORK* TIMK ATTACK 1*00 PLATINUM 0*33 
Bucklsup and-SiriUoz a yaur w»y straight If .^jfh this straightfarwnrti lw*l. Swan huildings a' struct 
the safe pass |i of the nuclear carrier, and white-knuckle driving should easily brut* them down. 


TIME ATTACK ¥*50 PLATINUM 0*30 

Slither the Sideswipe to the right of the carrier^ path to stock up on emmo for your jeckhemmers Follow 
the dock count rclockwise to cut the transport off at tho pass, then begin your clobbering rampage 


yUARRY TIME ATTACK 1*20 PLATINUM 0*34 

fire up the f fee Car or van to race through Cobalt Quarry. Extremely sharp turns r ck the c urst, hut 
both vehicte siossess steering tight enough ta overcome any c mer without lasing control. 


TIME ATTACK 2*50 PLATINUM Ot25 

RacointheMuMle Car Once you cross the bridge, turn right and speed across the rocky terrain Swerve 
f«round the tree jrove, cross the river, and heng a right eround the troes beck to the bridge for a shortcut 


CORVINEbLUFr TIME ATTACK 1:40 PLATINUM 0i46 

Tho van s profe’idy your best chine»for winning tho platinum. The van's turning is tight enough to tiaiK 
lodging tnf buildings at the t#i of the bluff. Stay on the shora rather than crossing the river. 


TIME ATTACK 0*30 PLATINUM 0*22 

Aftw tumbling< ito a building, the Thundorfist will spring up ond swing its (1st. As long es its fist hits a build- 
mg, it stays In p unding mode If its fist misses, you 1 II have to somersault again 


CRYSTALKlPT TIME ATTACK 2*30 PLATINUM 0(07 

In Tune AttaclJyou don't have te worry about filling holes with blocks—you only need to clear the 
buddings in thftar.gar zone. Rocket tha Skyfall out of pits and off of ridgas te collapse the buildings. 


TIME ATTACK -4*00 

Take e stab at n bbing a pletmum medel in Degger Poss by destroying eight refts with the J-Bomb. Hover et 
if t level and le them slide beneath you As soon as one makes contact with you, rocket away 


DARK HEARTLAND TIME ATTACK 3*30 PLATINUM 0.44 

^ko»rd ths balis 1 3, fir* directly *t a building's Bids*. Of t •Mimas, it takas nJy ana shot f trad through 
tha length of t uildin- ts oblitsrata it. For graatar control of tha eycla, hit tha Z Button t. braka. 


of tha cycia, hit tha Z Button t. braka. 


OlAMONb SANOS 


TIME ATTACK 


ids that cover the railrood Crush groups of buildings before entering 
tni 


tunnel to work n the other sido of the tracks Crash into the tanks to blow up the building adjacent to them, 


EfiONY crtAST TIME ATTACK 2*00 PLATINUM M2 

itoard tha traiiand hack it up so tha ftatndezor can squasza ahai .if it on tha tracks. Baca tha dozsr 
along tha traog, than follow tha road yavad with RDUa to dynamita tha juitdings in tho dangar zona. 


ECHO MARCHES TIME ATTACK 3t|20 PLATINUM 0.45 

Stomp tha buildings, fullaw tha tracks, and land by tha train. Chub to tha landing, than motor ta tha J- 
Bomb. Stomp mora buildings, fly to tha faaiga, sail to tha murage, than raca tha car to tha J- Jomb. 


EMBER HAMLET 


TIME ATTACK 


30 


PLATINUM 0*40 

secure 


Something's rotten in the state of Ember Hamlet, and it'll toke some 1 ftlng quicker than the Beilis ta to s 
the town Tha Cyclone Suit can do the job, so blast the house by the crossing to find the robotic ou tf it 


I 


FALCHION FIELD TIME ATTACK lklO PLATINUM 0 21 

If you stamp ut tha six js* tanks fir 21 sacond* rials, you'll wil t platinum modal, Tima is ti^ht, so 
hovar ctosa to tha ground in tha J-toir and familiarize y ursslf ik.th tha tanks' locations. 


TIME ATTACK 1* 

The J-Bomb training course challenges you to beat the 20-second pi 


PLATINUM 0*20 

itinum time Rathor than soaring high in 


the sky to monitor the spheres' whereabouts, stay low and let then shedowsba your guide 


GIBBON'S GATE TIME ATTACK 3x 

DO PLATINUM 1*93 

Unlike Baboon Catacomb, the msza of Gibbon's Gats is larger givi 
Tha enemy ozara still apa yau ami ara as persistant as aver, so i 

r you mora rc *m to nunkay around, 
lyly roam to find all 400 RDUs. 


TIME ATTACK 3* 30 

Reca tho rongo in the American Dream or Custom Van Near tho endc f the course, you'll seea lorked errow 
painted on the street Follow the left-turn arrow to the dirt roed for a short cut. 


GLORY CROSSING TIME ATTACK lx|30 PLATINUM 0*40 

Mostly Brassy and rocky terrain cover Glory Crossing Te spin int* a ramming rampage, tha Backlash 
needs to sk i from roads or paved areas, ss slide from these locales onto the less navisable terrain. 


SING 


TIME ATTACK li SO - -... 

Zip along the treil of RDUs At the end of the line, hopeboard the J-B. :mb Fly to the skyscrapers end stomp 
them out If you drop into the center of their roofs, you’ II do the mos i domege. 


IRONSTONE MINE 


TIME ATTACK 2 


After sideswipiit; the eioht building s in the danger zone, zip up Ac hillside, than pumme I e eectioe of 
the quad that encloses tha Thunderfist Hop sfaaard and cloubar iyhe rameining structures 


J-BOMB TIME ATTACK 3* OO PLATINUM 0.30 

Seven unlucky skyscrapers face deconstruction from the dreaded let jdfeei of the J-Bomb Jet above your 
target end aim for the ro ofs center Good aim and fancy footwork cor. stomp out all or most of e high-rise 

I 

N< 

f 

i 



LATINUM M3 

r crossing the I fridge, turn 


Th* Muscle Car it a speedy tff-road vehicle, a* take it for a quiet *pj n . After crossing tho bridge, 
right y tho trie of trees (your car can't hit them) to take a shwrtc|it detour through the crevasse. 


KIPLING PLANT TIME ATTACK 1* 00 PLATINUM 0*12 

(n Kipling's urban tunglo, book through the forest of buildings to destrt >y the gas plants The narrow streets 
moke it difficult to cycle without bumping buildings Stey in control bf / slamming tha Z Button to brake 

l 

TIME ATTACK 3* ©O PLATINUM 1*00 

Avoid the leva and creter wells and stomp out tho rafts, spheres and- pi|| er s To destroy tha suspended 
fenced-in spheres, fly under so that they cast shadows on you, then zoom straight up. 


LIZARD ISLAND TIMS ATTACK ftifoo PLATINUM 1*30 

In this t»sf world, fly tho J-Lomb te bu™t up rafts and spheres. If Cou gut your feet wet in the water or 
toasted in the lava, you'll fail your mission, se pulse your rockets Jj® slowly drop onto a target. 


MARINE QUARTER 


TIME ATTACK I* 



Head out on the highway in the Police Car or the Custom Vbn T bo| h are demons en wheels. The van te 
good at making tight turns, se yeu can hu u the inside guard rails vhhen you drive It eround the bend. 


TIME ATTACK 3*i 0 0 f 

You cengot some serious hong time leunching out of the troughs VVfj , 3 ^ you're airborne, stser your truck so 
you can glide into a sphere Hitting the Z Button applies your air brek*I s S o you cen abruptly stop in midflight 


E O PLATINUM MO 

it Ian —it * vary jat v id crush 
«through ths sky wastes tim t. 


TIME ATTACK 2i |qq PLATINUM 0*30 

When the Ballista rams things, it bounces backward, so hit Z to brake 9 when you resuma driving the cycle 
pops e whsolie, so wait until your front whnel lands before you fire, cj ^you'll shoot your missiles'into the sky 


MOON TIME ATTACK **(|00 PLATINUM 2*20 

Tha Bseklish is aasiar to cantrol whan it% inth* air, rathar t!.«LMnchfram slop** and aim at 

himrliait— urui f ct 1 mrniuili tnlirm femminne em her immp m a-F * ... 


tha buildings—you can sail through antira buildings and usa your to”maintain 7 pow««kii 


TIME ATTACK 2,- 40 PLATINUM 1*01 

I#M he , ch0 ^ n thB u^ scl ® Cor After the third set of walls <exc Uj ding the ones et the start), detour left 
off the bank end through the grassy area below, Dnve parallel to the " sendy r ,d gB tD return to the course. 



TIME ATTACK 1*30 PLATINUM 

The buildings to tho laft of vuur storting point rest slightly above the raaa, so use the slope to boost the 
Backlash through those edifices To demolish the other structures, push TNT crates up to their doorsteps 






NEPTUNE TIME ATTACK 3*00 PLATINUM 0*33 

Nap tuna is sprinkla' with mogul* that launch your truck ini; a slow orbit, hastrict your coursa to tha 
flat ragiant that ara shadad in dark blue, rathar then raj ions that ara tintad in pala lua. 


OBSIOIAN MILE TIME ATTACK 2*20 . *rG«ar. v.— 

Obsidian Mile is Angel City revisited, but this time around, you're wearing the Cyclone Suit You' II flip out of 
control es soon as you tumble past e building, so somerseult down the length of the tenements i 


ORION PLAZA TIME ATTACK 2*00 PLATINUM 0*30 

On tha billiard tab!*, you mutt plow tha TNT into tha pockata to Mow up tha oua sticks. Tho TNT bac rms* 
uri'tabli onc i \ unudgo it, so move only anaenta at a tima ar yau'll gat c-night behind tha oight ball. 


TIME ATTACK 1*55 PLATINUM 1:00 

Follow the trench fillad with RDUs When you reach its end, turn right to follow the road to the danger zone 
Swing the Backlash into tho five hi Hidings that threaten the nuclear carrier, or else you'll buy the farm 


OYSTER HARBOR TIME ATTACK BxOO PLATINUM 2*33 

lb win in Tima Attack mode, nly tha demolition of buii 'ing* is important. As lor, as you destroy th* 
•even danger zona buildings bsfor* tha cirri jr reach** tho hobs, yau'll ccomplbh your mission. 


TIME ATTACK 4*00 PLATINUM 0:45 

If you somersault the J-Bomb to smash the beacons, you'll run the nsk of rocketing into the ocean. Stay on 
the safe stde by tapping the Z Button when you're hovering above a beacon to drop on top of your target 


SALVAGE WHARF TIME ATTACK 2*30 PLATINUM 0*3 T 

Although tha Ballteta and Backlash art Ilia taster vahiclas, tha slugflteh Ramdozar te tha fasttr dtmol- 
tehar. How thim jh tha cratas and aim for tha cantar J tha clusters ta dastroy rr ,ro units at A.nca* 


1*30 


LATINUM 0*54 




The shuttle needs t runweyfest, so don't let NASA down? The Backlash is too slow to mow downapeth, so 
teke the left road and follow it to the TNT-flenked building Detonate the facility to access the Thunderfist 


SHUTTLE GULLY TIME ATTACK IsSO PLATINUM 0*44 

Tha Skyfall 1s at its most dastructiva whan gravity givas it a hoost. Driva off tha gully, ridgas ar « 
ramps t shoot tha buggy into tha air. Land it on to^i of tha buildings to ranovats them into drivaways. 


SIORSWIPE TIME ATTACK 1*00 PLATINUM 0*12 

The Sideswipe's jeckhemmers pound out the most damage whon they're fully-extondod, so stey in the red 
peth to maximize thoir destructive power. At the yellow arrows, throw your punches at the buildings 


SILVER JUNCTION TIME ATTACK 2*00 PLATINUM 0*30 

Tvnnty-fivreratas await distraction fay the hands of tha Thundarfist It's assy to lost control of tha 
robot whtn it missis • crate, so tumfala only to quickly roach a target, tlnn walk over and stop on it 


SIMIAN ACRES TIME ATTACK 0*40 PLATINUM 0*14 

Replaying the first level of Blest Corps should be o snop Race down the roed beneath the bridge end bulldoze 
through the town You should be able to plow through the danger zone in one go without stopping 


11 


Gat tehind tha whail of th j van or Amtrican Dr -am and taka tha ihortcut after tha bridjt. If you chmgi tha 
camtra anglt, you can sat a patch of dirt marking tha intranet to a tunnal conceited by an illuskmary wall. 


TIME ATTACK 1*00 PLATINUM 0*04 ; 

>bu have a few seconds to annihilate tha four silos Turbo boost off the ridge and crash-land betwoon two 
silos to destroy both in one blow Save time by driving only halfway back up the ridge to gain speed _ 


SLEEK STREETS TIME ATTACK TtlS PLATINUM 0>40 

if you lova if whan ■ plan comas togathar, hop into tha A-Taam atyia van to win tha platinum you'vo 
he jn scheming for. At tha flashing lights, cut tha last cernor by swerving left Inhind tin apartment 


TIME ATTACK 1*00 PLATINUM 0*27 j 

Aboerd the Ballista, fira up a storm in Tempest City Have a healthy supply of ammo, because you have nine 
buildings to demolish Moreover, maneuver with agility, since, in ths level, the Z Button wont oct as a brake 


THUNDER El ST TIM* ATTACK 3(00 PLATINUM 10*33 

It's auy ta overlook tha tiny emt is, hut th y count toward your goal. To kanp tho robot's demolition 
sprat roiling, always have something nearby ta destroy. 


TWILIGHT FOUNDRY TIME ATTACK 1*20 PLATINUM 0:29 

To quickly find the 85 RDUs, saddle up in theRamdozer, since it's fast and can easily tear down any building 
that's tn its wey Plus, you can doze between two lines of RDUs to light up both stretches simultoneously 


VENUE 


TIME ATTACK 4*40 


In this round of galactic lasting, you faava to ^ilat tha backlash into 21 building*. Swqol off tha 
troughs and slopes dotting tha tar. .scap* to zip through your targets with tho force of a battaring 


ram. 
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